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FOR SPEER? 


Is it the palm sweating, pant wetting, 

G-forcing pump of adrenalin? 

the tyre screeching, engine roaring, 
jzzlin' sense of power? 

the smell of burning rubber? 

s about your racing games. 

We've given every racing game a good 
thrashing. We've sorted the Blundells from 
the Brundles; the McClarens from the Minis 
and the leaders from the lapped. 

Every racing game we sell has to be a 
champion, and what's more, with our price 
promise if you can buy the game cheaper 
elsewhere, we'll refund the difference.* 

Remember, you don't have to jet off to Monaco 
to get the best in motor racing, a bus ride to the 
High Street will do. 


INTO POLE POSITION AT... 


*We will refund the difference on the spot if you can get the same product with the same offer, cheaper local¬ 
ly. Just come back to us within 7 days of purchase, with the details. The product must be new, 







creating a world of difference 


r orld Cup 
en of the 
lown and 


The careless alien collided with an orbiting asteroid and the top 
trophy was smashed into five pieces which are now scattered 
around the globe. Join football crazy Soccer Kid in his quest to * 
recover and reassemble the World Cup. 

Prepare to meet all manner of madcap characters in dozens of 
lush, detailed locations ranging from England, to the Italian Riviera, 
through Russia’s frozen forests. Take a ride on Japan’s Bullet Train and 
end up on the rough and tough city streets of the U.S.A. It’s awesome 
arcade action all the way with a blistering soundtrack to match. 


LICENSED FROM KRISALIS SOFTWARE LTD. 


OCEAN SOFTWARE LIMITED • 2 CASTLE STREET • CASTLEFIELD • MANCHESTER M3 4LZ • TELEPHONE: 061 832 6633 ■ FAX: 061 834 0650 
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Nintendo Magazine System, compiled by a bunch of 
people who are really having a great time at the moment! 
This is an especially excellent time for Nintendo because 
they just stole the show at the recent CES in Chicago. 
Read the full story starting on page eight. 

Just as exciting is the woild's first official review of 
Nintendo's mighty Stunt Race FX We've dedicated six 
pages to this spectacular new Super FX 2 title. Frankly it 
deserves more. 

The shock news this month, however, is that Nintendo UK 
are never to release Super Street Fighter II in the UK. 
However NMS is still here to provide the best coverage of 
this significant overseas release No review it's cool of 
course - but pages bursting with inside information and 
awesome combos. 

Super Game Boy is finally hero hurrah! - and, as 
promised, we go behind the scenes at Nintendo of 
America. 

Enjoy! 

Timmy Boone and his 
NMS Crew 
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ONE-OFF SPECIALS: T 


MAJOR PICTURE SPECIAL 26 

.. Jf / 

SIX! SIX pages of cool pics and info on Acclaim's almighty hoot </m up. 

Boy oh boy. Arc wo good to you are what? 


ANOTHER MAJOR PICTURE 
SPECIAL!!-32 

Undecided over whether to shell out £100+ on 
an import version of this long-awaited sequel? 
All your questions are answered by NMS - but 
how did we get that ten-hit combo?? 


WORLD EXCLUSIVE REVIEW!! 

It's true! The world's first review of Nintendo's new Super FX 2 game is in the issue 
of NMS which you hold in your very hands! Turn to page 76 to read our exclusive 
six-page review of this mega-game! 


CUD 
































r PLAY GUIDES T 

SUPER METROID - 
SECRET TRICKS REVEALED 

56 

MEGAMAN X - 
GIGANTIC FULL PLAYER'S 

58 

^GUIDES!... 

_ J 


r. 


NEWS 

PREVIEWS 

NINTENDO HELP SYSTEM 

REVIEWS 

SEALS MAILBAG 

Q&A 

OUT NOW 
NEXT MONTH 


8 

26 

52 

72 

102 

106 

112 

114 


NNIS 

REVIEWS 


DONKEY KONG '94 72 

STUNT RACE FX 76 

FIGHTER'S HISTORY 82 

RANMA 1/2 PART 3SUPER 86 

ADVENTURE ISLAND 2 90 

ALIEN VS PREDATOR 94 

COOL SPOT 94 

VAL DISERE 96 

THE FLINTSTONES 98 

LUCLE 100 

JAMMIT 101 


SPECIAL 

PREVIEWS 


MORTAL KOMBAT II 
SUPER STREET FIGHTER II 
BUBSY2 

THE DEATH AND RETURN OF 

SUPERMAN 

EARTHWORM JIM 

SUPER DROP ZONE 

BATTLETOADS 8 DOUBLE 

DRAGON 

LEGEND 

PUGGSY 

PACMAN VS THE FURRIES 


SUPER GAME BOY IS HERE!! - 64 

Is this the peripheral that will change Game 
Boy owners' and Super NES owners' lives? Find 
out in our massive eleven-page expose, com¬ 
plete with exclusive first looks at the Super 
Game Boy titles which will be making it big. 


STOP THE PRESS! 

IPS VORTEX!!- 110 

This Vortex doesn't kill germs longer in the 
lavatory, but it does let you kill lots of Aki-Do 
spaceships. NMS visits Argonaut to see the next 
Super FX 2 game and returns with masses of 
info and pics! 


INSIDE NINTENDO OF 
AMERICA!! -50 

Ever wanted to see what it's like inside 
Nintendo's USA nerve centre? 'Course you 
have! NMS' own Paul Davies trips off to Seattle 
in search of Mario, Kirby and Link. Read of his 
exploits in this big picture special. 



























THE STUNNING 
WORLD OF NINTENDO 


As usual there was the scramble for tickets, the 
bribery, the seduction, the threats to family and 
pets and so forth, but in the end it was Gary Harrod 
who secured the flight to Chicago to check out the 
CES Show, and perhaps some World Cup footy. 
Having returned full of 'doodle-dandy' spirit, Gary 
gives us the low-down on what's what, what's not, 
and who got shot, on his journey into the computer 
underworld of big, bad and beautiful Chicago. 

On the whole the CES Show wasn't the best there's ever been, with 
impressive titles rather thin on the ground, but we've skipped all the 
boring bits and in the next 16 pages are giving you the best of the 
Show. Perhaps the most eye-catching moments came from the 
Nintendo camp with the proud unveiling of Donkey Kong Country. 
This is Nintendo's flagship game for the latter half of '94 and it looks 
set to be a cracker. Nintendo's Show theme, "King of the Jungle" 
reflects how wrapped up they are in Donkey Kong's revival, but also 
how they succeeded in dominating the CES with the majority of their 
software releases. The Nintendo bigwigs were out in force, gloating 
over recent accomplishments, and talking about the future of 



Nintendo, which concentrated on the Ultra 64, previously known as 
Project Reality, due for release next year. 

The best of what Nintendo had to offer will be looked at in more 
detail over the next 16 pages, among them Tetris 2 on the Super NES, 
Tin Star which makes use of the Super Scope, Super Punch Out and 
Uniracers. There are a few other releases worth mentioning here 
though. Wario's Woods, available on NES and Super NES, is a mixture 
of action and puzzle game and sees the return of Toad from Super 
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Mario Bros. 2 as the hero to thwart Wario's villainy. Game Boy 
owners who might feel a little starved of top titles can take 
solace in Donkey Kong Land, a game that uses many of the 
same techniques as the Super NES Donkey Kong Country, 
although naturally on a more modest scale. Illusion of Gaia, a 
game that much impressed us when it was released on 
import, was on display as well and is now set for official 
release in September. 


Some 'Third Party Publishers' for Nintendo have put out some 
exciting games. Square Soft release Final Fantasy III, 
Playmates take the robo-suit idea to the weirdest of extremes 
with Earthworm Jim assuming superhero status, Electro Brain 
become the first third-party-publisher to release a Super FX 
game which goes under the name of Vortex, and finally, 
ft are all set to release The Death and Return of Superman. And 
you want more detailed information on these four games you 
have to wait until next month because this issue of NMS has 
ws of all of them! 
















r 

> tTrfii ; 



| 


_ 

I * jL* "A f i 

* f 1 

_ J 


(ABOVE) Junior leaps enthusiastically to free Donkey Kong 
from his barrel prison. 


Donkey Kong, one of the first and most popular game 
characters ever created, is back in the most stunning 
Super NES game to date. Donkey Kong Country features 
outstandingly realistic 3-D graphics made possible 
the introduction of Nintendo’s ground-breaking 
design technology known as ACM (Advanced 
Computer Modelling). 

It was veteran UK Nintendo developers Rare (Battletoads, Snake, Rattle and 
Roll) who developed the ACM system to generate game graphics and 
Donkey Kong Country is their first video game to use it. All the sprites and 
backgrounds in Donkey Kong Country are completely computer-rendered 
using the same advanced Silicon Graphics, Inc. workstations that are cur¬ 
rently being used as the basis for the awesome Nintendo Ultra 64 hard¬ 
ware. This allows amazing realism and lifelike movements that are incredi¬ 
ble to behold. The unique rendering technique can also create photo-real¬ 
istic shading, shadows and light sources which make for incredibly 
detailed and atmospheric environments. 

The new 32-meg game feature the exploits of Donkey Kong and his new¬ 
found ape companion, Diddy Kong, in a platform escapade that takes 
them through the jungles, caves, mountains and lakes of Donkey Kong 
Island. Donkey and Diddy must negotiate the hazardous terrain whilst 
avoiding the attentions of the deadly Kremlings and their cohorts. 

During the quest you meet new friends like a charging rhinoceros and a 
flapping ostrich who can provide assistance over some of the trickier 
sections of the game. 

So is this going to be big? Or is it going to be one of those titles that's 
all graphics and no game? Well, with a marketing launch budget of 


$10 million, Nintendo seem to think not. Young Mr Harrod, a man not easily impressed, 
returned from the show saying, "I've played it and it's just the best game ever seen on a 
Super NES. Honestly Paul you just won't want to stop playing it," 
and when he started showing the DKC show-reel 
video (from which these pics are taken) the car¬ 
pet was covered in dropped jaws. 


We're anticipating that Donkey Kong Country 
will take the console world by storm when it's 
released this Christmas. With a hundred plus 
levels, hidden caves and bonuses and an 
incredibly challenging platform theme that will 
take us all one step closer towards the reality of 
64-bit gaming. The exclusive preview has 
already been signed up, so you'll see the full 
game, FIRST, only in NMS. 

A BARREL OF FUN 

Sticking with tradition, Donkey Kong Country 
makes a lot of use of barrels. But our loveable simi¬ 
an doesn't simply dodge them or smash them, he can assault 
enemies with them, obtain power-ups from them, get 
blasted out of them like a cannon ball, and even use 
them to call up his chimp buddy! 


FLEA-PICKING BUDDIES 

As has been mentioned, Donkey Kong now has a 
sidekick in the shape of Diddy Kong. The two apes 
come to each others assistance whenever a barrel 
marked with the initials DK is used. The player only 
controls one of the characters, the other is invincible 
and 'apes' everything his buddy does, giving a player 
twice the fire power. 














(ABOVE) BLAM! A barrel explodes 
sending some ugly looking critter on 
a one way trip to oblivion! 








NINTENDO REVEAL THE 
ULTRA 64!! OR DO THEY9? 

After secret meetings in dingy 
back-streets, strict security right 
down to the pets of the family and 
coded gobbledygook that you’d 
only expect to find in a Bond film, 
Nintendo have at last announced 
that their code-named Project 
Reality is to be given the name 
Nintendo Ultra 64. 

Nintendo are very proud of their latest machine 
that supersedes the Super NES and is set for gener¬ 
al release in the Autumn of 1995. But what's so 
special about it anyway? Well, this 64-bit piece of 
hardware has been designed in conjunction with 
some of the most advanced companies in the com¬ 
puter industry, including Silicon Graphics, Inc. 
(famous for the special effects in the films Jurassic 
Park and Terminator 2), software developers Rare 
Ltd. and DAAA Design, both from good ole Blighty, 
and the Canadian computer graphics developer 
Alias Research Inc. 

While this might give you some idea of the scale of 
Nintendo's project it doesn't really tell you much 
about what the games themselves are going to be 
like. The first two games set for release on the Ultra 
64 are Cruis'n USA and Killer Instinct. Arcade ver¬ 
sions will be released first, marketed by the creators 
of Mortal Kombat and NBA Jam arcade games, 
WMS Industries. 


UNIRACERS 

UNIQUE UNICYCLE UPROAR! 


Uniracers is a rather odd racing game for the Super NES 
which features animated unicycles that perform a variety of 
twirls and leaps as they chase each other across undulating 
race tracks. Uniracers features 16 different unicycles, each 
one with it’s own personality and custom tricks to perform, 
and hundreds of side-scrolling race tracks to challenge even 
the most experienced player. 



liracers is programmed by 
DAAA Design, Ltd. (who have 
recently signed up to pro¬ 
duce software for the 
Nintendo Ultra 64) using 
powerful Silicon Graphics 
workstations to develop the 
6,000 frames of animation 
that were required for each 
nicycle. The result is incredi- 
luid movement of the unicy- 
and super- fast split-screen 
ivi^njg action. 

As the screen shots suggest, this 
is a game that looks simple, 
maybe even a bit boring. 
However, the two-player option 
and stats table suggest that it's 
very much a game that you get 
into over a period of time. As yet, 
we haven't had the opportunity 
to see just how addictive it is 
capable of becoming, but rest 
assured that everything that 
makes this game intriguing will 
be thoroughly investigated! 


Cruis'n USA is a racing game that starts at San 
Francisco Bay and ends at the White House! Killer 
Instinct is being developed by Rare Ltd. and is a 
futuristic fighting game. Obviously, Nintendo and 
their heavies are keeping any early glimpses of 
these games well out of the media's eyes, which is 
why we couldn't get any pictures before we com¬ 
pleted this issue of NMS. No machine was actually 
on show, and the playable demos of the games 
were operated by Super NES joypads whose cables 
disappeared into the wall! However, the President 
of WMS, Neil Nicastro, claims that the first two titles 
will "blow game players' socks off". Meanwhile, 
Nintendo are suggesting that the Ultra 64 will do 
away with the need to compromise home entertain¬ 
ment under the shadow of superior arcade games. 
What makes the Ultra 64 so impressive is its new 
MIPS RISC microprocessor architecture which, with¬ 
out getting into too much technological jargon, 
means that new levels of speed and realism will be 
achieved, thanks to the audio, visual and graphic 
capabilities that the new machine maximises. 

When it makes it into the US shops, the estimated 
price of the Ultra 64 is $250 which seems quite 
reasonable. Remember though that here in good 
ole' inflatory Britain it is likely to cost at least that in 
pounds and probably more. What is in no doubt 
though, is the fact that the Ultra 64 will represent a 
major leap in the field of home entertainment, and 
prompt a new standard in video games. 
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TIN STAR 

ROOTIN' TOOTIN' ROBOT SNOOTIN'I 

Expect plenty of whooping and hollering when Tin Star arrives on the Super NES later 
this year. It's the first Nintendo game to use either a joypad, mouse or the Super Scope 
to target various metallic villains who are out to harm the citizens of a peaceful town. Set 
in the Wild West, the player takes control of Tin Star (a humorous robot sheriff) who 
must utilise his sharp shooting skills to dispose of his foes in spectacular fashion. Fight 
your way through bar room brawls, stampedes and gunfights galore in this quaintly ani¬ 
mated interpretation of the good ole western. 

Tin Star is programmed by the same developers behind the recent Super NES hit Plok! so 
expect great things from this top target title when it's released. It certainly looks like 
good fun, the programmers having taken a light-hearted tack and included some smart 
comic moments. You can expect all of the familiar Western clichEs from the gun fight on 
the train to shoot outs on a stage coach. 

One of Tin Star's best features is its size. Unlike a lot of shoot 'em ups of this kind, it isn't 
over before you know it. There are seven levels that feature a total of 31 action packed 
sequences meaning it should last. This isn't set for release until November, but as usual 
NMS will keep you posted if there are any developments. 
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SUPER PUNCH-OUT 


SOCK IT TO YOUR SUPER NESV. 


How many people remember Punch-Out!!, the arcade game 
that was around about a decade ago? Or how about when 
the same game made it on to the NES in 1987? No? Well, we 
don't really care if you do or don't because we're going to tell 
you (in a couple of words’ time) that, as the title suggests, 
Super Punch-Out is... a boxing sim. 


In this one-player game, your boxer has to challenge fighter after fighter, each one get¬ 
ting stronger and more skilful. There are four boxing circuits and a total of 16 different 

opponents in all, each of them drawn 
and animated with a comic tone 
that pervades the whole game. 
Some of the old familiar charac¬ 
ters from the arcade are there, 
like Bald Bull and Mr. Sandman, 
together with all-new fighters. 

First impressions suggest that 
Nintendo have avoided making 
the classic mistakes associated 
with a game like this, be it repeti¬ 
tion, a low standard of skill or 
useless options. It looks fun to 
play and on early impressions it 
seems promising. Can it go the 
distance? We shall see. 

(ABOVE) Super Punch Out sees contenders getting all hot 
and bothered unable to find their ring-peace! 


KONAMIMANIACS! 

MORE WARNER MAYHEM!! 

Probably the flagship title for Konami at the CES is the American cartoon Animaniacs. 
Like Tiny Toons, it is a collaboration between Spielberg and Warner Brothers, and 
Konami have won the licence to convert it onto console formats that will include the NES 
and Super NES. Set on the Warner Bros Studio Lot, this is a puzzle game with each level 
resembling movie action. This isn't yet completed, although it's set for a Christmas 
release. Like Tiny Toons, the game has a real classic cartoon feel combining modern 
humour with traditional slapstick and of course, great animation. Whether the game 
lives up to the cartoon is something that we'll have to wait until Autumn to find out. 






Sticking with cartoons, another big Konami release is Biker Mice From Mars, based on 
the hit cartoon show. What makes it unusual for Konami though is that, rather than 
being a platformer or a shoot 'em up, it's a racing game. It comes with a 
two-player mode, six vehicles to choose from and some groovy charac¬ 
ters to drive as. These are no ordinary cars either, coming with a range 
of weapons and booby traps. This is also set for a Christmas release. 

Early versions give an idea of what you can expect and so far things 
are looking pretty good. 


(ABOVE)Animaniacs experiencing all the mayhem 
Hollywood has to offer on another crazy set. 


Following up the success of Lethal Enforcers, Konami have released the 
sequel, Gun Fighters, which takes the budding gun-slinger back in time 
to the Wild West. The format is more or less identical to the original 
except the movement of the characters has been improved and scenes 
are more realistically rendered. And all you gun-fans who went and 
bought Lethal Enforcers with the Justifier pistol will be pleased to hear 
that you'll be able to use it to play Gun Fighters! 


Konami are also set to release a soccer game which introduces a more 
managerial element in allowing a player to program more specific 
commands. Rather than simply choosing formation tactics from a range 
of options, players can pick out players and get them to do certain 
moves in certain situations like free kicks. How effective this is though 
we have yet to fully discover. 

(ABOVE)The cuddly nutters experience a close encounter of 

Other Konami titles on display included Tiny Toon Sports, Sparkster and Batman, but of the fourth kind! 
course on-the-ball NMS readers know all about those from our Konami previews extrav¬ 
aganza last month. 
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NO BIG CLAIMS FOR ACCLAIM 

There was little that was especially impressive on the Acclaim stand at this CES Show. A 
few good titles were present though. Raw, the new WWF video game looks like a lot of 
fun with 24 Meg and up to four players. New endorsements from the latest wrestling 
stars point to some of the new and exciting moves available to players, 
including earthquake mat-splashes and super flip elbow-drops! 

Staying with the world of excessive muscle defini 
tion, another Acclaim title set to do well is the 
game conversion of Schwarzenegger's latest 
film True Lies'. The game, like the film, is an 
action packed escapade taking in ski chas¬ 
es, helicopter rescues and flight sequences. 

But is it a Jack-of-all-Trades, Master-of- 
None situation? As far as 
point of view is concerned it is shot like 
Chaos Engine and it looks rather disap¬ 
pointing at the moment, but then, it's early 
days yet. 

The other big film title that Acclaim have 
hauled in for themselves is Stargate. No, not a 
conversion of the old Williams coin-op, this is the 
game of a film that has yet to be released in Britain. 

Essentially it's a sci-fi/action movie centring on the mystery of the pyra¬ 
mids. The game uses some mode 7 aerial combat sequences as well incor 
porating platform action. 


mum 


(ABOVE) Arnie proves yet again that all speculation concerning his 
admirable chopper is entirely true. 




(ABOVE) The only one to arrive at the ball in a tuxedo, (ABOVE) "Yes Bernard I do love you! Now,embrace me you 

Trevor feels out of place among the pant clad meat heads. turbo charged son of a gun! 


Of course, Mortal Kombat II, 
Acclaim's hottest title, receives a 
six page preview in this issue, so 
we won't go into that here, and 
Maximum Carnage, the Spidey 
adventure that was at the show 
was previewed in last month's 
issue. 



THE CAPCOM COLLECTION 1 

MORE THAN JUST STREET FIGHTERII 

Like an actor that simply can't avoid being type cast, Capcom have Streetfighter to thank for their 
success, but at the same time the game is such a monster hit that it puts everything else they come 
up with in a permanent shade. Unperturbed though, they're back again. 


With World Cup fever still going 
strong, Capcom's Soccer 
Shootout is expected to be quite 
a success. Up to four players can 
get involved and all of the regu¬ 
lar features are in evidence. 
There's the choice between 
indoor and outdoor games, 
penalty kick matches, full sea¬ 
sons and all-star games. You can 
even practise dribbling between 
cones in the Practice Mode! 

Konami aren't the only ones to 
secure popular cartoon licences, 
Capcom are releasing Disney's 
Bonkers involving Bonkers D. 
Bobcat in a platform game 
intended more for the younger 
player. 



(ABOVE) Konami's onslaught of cute cuddly fluffy things 
continues with Bonkers D. Bobcat. 











Another Disney oriented release is The Great Circus 
Mystery staring Mickey and Minnie mouse in a plat¬ 
form adventure that sees them trying to recover the 
missing performers from the circus. It's neat and 
tidy and full of platform tricks but not particularly 
original, the best aspect being the simultaneous 
two-player mode. 

No Capcom stand would be complete without a 
Mega Man game and this time it's Mega Man X2, 
with the beloved 'titanium titan' striving yet again 
to save the human race from annihilation. 

The only Capcom coin-op conversion this time 
round is Captain Commando, featuring one or two 
player beat em' up action. This 16 Meg cart 
includes a whole variety of weapons that players 
can pick up, and a choice of three characters with 
their own unique fighting styles. 

One of Capcom's most impressive new titles on 
show was Demon's Crest, an action adventure with 
a distinctly Gothic atmosphere, something that's 
greatly enhanced by the eerie music. The hero is a 
Gargoyle who must hunt down the missing gems of 



(ABOVE/LEFT) Capcoms familiar 
side-scrolling beat em' up allows 
you to chose from four players 
including a robo-baby and a ninja 
to name a couple. 


THE CAPCOM COLLECTION 2 

MORE THAN JUST STREET FIGHTER!! 




the Demon's Crest in order to restore peace. The 
graphics are very impressive and the hero's morph¬ 
ing capabilities mean he can attain new powers 
and skills. 

The final game of interest that Capcom had on dis¬ 
play was Marvel Comics X-Men. Again this is essen¬ 
tially a platform adventure where players can 
choose between superheroes whose fighting styles 
and special powers vary. This is nothing particularly 
new, but fans of the comics may have a special 
interest in it. 


**' IaLU sL> ** 


(ABOVE/LEFT) Mickey Mouse returns , this time with his 
spouse Minnie by his side in another Disney adventure. 


(BELOW) Demons Quest - 
probably the best Capcom 
game at the show. 
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As Gary says, there wasn't 
much really excellent stuff 
at this particular CES, so 
here's a brief A-Z (or A-W 
at least) of the other sights 
that were on show in 
Chicago and are worth 
mentioning. To avoid being 
seriously boring, we've left 
out the stuff that has 
already been covered in 
NMS. Please note that all 
release dates and publish¬ 
ers listed are relevant to US 
market, and UK details 
have yet to be confirmed. 

ACCOLADE 

BUBSYII - This Bobcat-based 
sequel is previewed in full on 
page 36. 

FIRE TEAM ROGUE - A one-on- 
one beat 'em up using ray-traced 



graphics. The animation needed 
a bit of work when Gary saw it. 

ACTIVISION 

PITFALL: THE MAYAN ADVEN- 
TURE - Alas, Activision weren't at 
the show, which is a shame 
because Gary was looking for¬ 
ward to playing this forthcoming 
platform game. 

AMERICAN TECHNOS 

POPEYE - Not a conversion of 
the arcade game, but rather a 
new platform adventure starring 
the fat-wristed, spinach-swigging 
sailor. Not very original, but the 
fact that it's Popeye does add a 
certain style to the game. 

ATLUS SOFTWARE 

POWER INSTINCT - Yet another 
Streetfighter ll-style beat 'em up. 
Nothing special. 

DATA EAST 

•FIGHTER'S HISTORY - More 
Streetfighter-esque fighting 
action. The Japanese version is 
reviewed on page 82 of this very 
issue 

ELECTRO BRAIN 
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VORTEX - This Super FX robo- 
blaster was drawing some atten¬ 
tion, and so it should because it's 
pretty smart. Ogle the pics in the 
Stop Press feature on page 110. 

ENIX 

KING ARTHUR & THE KNIGHTS 
OF JUSTICE - Adventure based 
on the magic 'n' mayhem 
Saturday-morning cartoon show. 
Should be pretty good actually. 
Out November. 

BRAIN LORD - A role-playing 
game in a Gaia/Soul Blazer sty- 



ley. Looks good, and should play 
good as well, seeing as Enix were 
responsible for both of those RPG 
classics. Out September. 

FCI 

ULTIMA - ULTIMA was coming 
out of FCI's ears. ULTIMA: THE 
FALSE PROPHET and ULTIMA: 
THE BLACK GATE were on show 
on Super NES and ULTIMA: 
RUNES OF VIRTUE 2 was about 
on Super NES and Game Boy. 

The other big role player on the 
FCI stand was the Super NES ver¬ 



sion of MIGHT AND MAGIC III: 
ISLES OF TERRA , 12 Megs of Eye 
of the Beholder-style action, with 
battery back-up. If it's as good as 
the PC original it should kick the 
pants off the tragic first Might 
and Magic Super NES game. 
Game Boy owners might want to 
look out for WCW: THE MAIN 
EVENT (if they like WCW, that is). 

FOX 

THE TICK - The hero of Ben 
Edlund's cult comic has also 
become the hero of an animated 
TV show, and also a (yawn) plat¬ 


form beat 'em up. Surprise, sur- 
flippin'-prise. 

THE PAGEMASTER - The game 
of the forthcoming Macaulay 
Culkin movie (which is apparently 



an action/animated adventure 
through classic history) is due out 
on Super NES, NES and Game 
Boy in November. 

GAMETEK 

BRUTAL - Bizarre Super NES beat 
'em up which features woodland 
creatures, such as bunnies and 
bears. 

TARZAN - Game Boy platformer 
starring the eponymous lord of 
all things jungular. 

HI-TECH ENTERTAINMENT INC 
A casket of kooky, kiddie titles 
were in evidence here. How 
about BARBIE'S ADVENTURE 
(Super NES), BEETHOVEN (Game 
Boy game of the big dog movie), 
MICKEY'S PLAYTOWN ADVEN¬ 
TURE (Mickey Mouse edu-game 
for Super NES) and BABY'S DAY 
OUT (based on the forthcoming 
film by John 'Home Alone' 
Hughes about the hi-jinks of an 
abandoned baby). 

HUDSONSOFT 

Not much here that we hadn't 
seen before actually. SUPER 
BOMBERMAN 2 we showed you 
a few months back, SUPER 
ADVENTURE ISLAND 2 we've 
reviewed this issue, and the 
Game Boy versions of BOMBER- 
MAN and BONK'S REVENGE 
are previewed in this month's 
Super Game Boy feature. BEAU¬ 
TY AND THE BEAST isn't bad 
though, certainly better than the 
tragic Megadrive game, but it's 
another platform game. 

INTERPLAY 

BLACKTHORNE - Platformy/ 
mazey/ shooty sort of game 
which looks a bit Alien 3-ish as 
well as a bit Flashback-ish. It also 
looked a bit good-ish, because 
the gameplay has quite a lot of 
depth to it. 


CJ JUDGMENT CLAY: CLAY- 
FIGHTER 2 - New characters fea¬ 
ture in this revamping of the 
comedy beat 'em up which won 
players' hearts last year. 

JVC 

Alas, JVC weren't attending 
either, but we do know for a fact 
that SUPER RETURN OF THE 
JED! and INDIANA JONES' 
GREATEST ADVENTURES do 
look really cool. Watch out for a 
full report on Super ROJ in the 
next issue of NMS. 


JALECO 

Gary couldn't get close enough 
to the Jaleco stand to get a look 
at anything really good, but on 
show were HAMMERLOCI C THE 
IGNITION FACTOR, STERLING 
SHARPE: END TO END, SUPER 
BASES-LOADED 3, and SUPER 
GOAL! 3. Also Jaleco are releas¬ 
ing the official R-TYPE III in The 
States, in case you're interested. 


KEMCO 

CRAZY CHASE - Cool-looking 
comedy game in which a clown 
has to run like mad down a diag¬ 
onally-scrolling road trying to 
stay ahead of an ever-burning 
fuse which sets off bombs. Really 
ace graphics and unusual game- 
play. 

STONE PROTECTORS - 

Interesting 16 Meg beat 'em up 
which blends Final Fight with 
Street Fighter. The five Troll-type 
fighters fight their way through 
scrolling levels, but each has 
Street Fighter-style special 
moves, activated by Street 
Fighter-style joypad swirls. Nice 
graphics, but then it's based on a 
hit American TV cartoon, so they 
should be nice. 

DRAGON VIEW - 16 Meg RPG 
which mixes Drakkhen-style 3D 



exploring with sideways scrolling 
platform beat 'em up action. 

TOP GEAR 3000 - The third Top 
Gear game has the innovation of 
four-player split-screen racing, 


tfV* 
















with one mini-screen in each cor¬ 
ner of the main screen. Graphics 
looked a bit bland but well see 
what the finished game plays like 
before pronouncing judgement. 

LIFE FITNESS 

Plug the LIFE FITNESS EXER- 
TAINMENT SYSTEM into your 
SNES, slot MOUNTAIN BIKE 
RALLY into the cartridge slot and 
get pedalling! This fitness add-on 
lets you race an on-screen moun¬ 
tain bike around 3D tracks while 
you pump the pedals in your living 
room. The mechanism also has 
pedal resistance, so riding over 
rough ground is harder than 
scooting along tarmac. A good 
idea, but it'll probably never make 
it over here because Life Fitness 
plan to sell the system for $799. 

MICROPROSE 

IMPOSSIBLE MISSION 2025: 

THE SPECIAL EDITION - The 

update of the old Commodore 
game is still pretty playable in 
both the new and the original 
forms (both come on one cart). A 
fun platform adventure. 

OCEAN OF AMERICA 

EEK THE CAT - A sequel to the 
old Sleepwalker platform game 
which appeared on the Amiga a 
couple of years back, but this one 
stars a cat (called Eek). 
FLINTSTONES - The game of the 
film, rather than the Taito car¬ 
toon titles. Notable for the 
resemblance the main sprite 
actually bears to the movie's star, 
John Goodman. 

JELLY BOY - Not actually the 
Jelly Boy Super NES players know 
of old, but the morphing hero 
makes this platform game look 
interesting. 

ADDAMS FAMILY VALUES - This 
film licence actually resembles 
SunSoft's old NES game, Fester's 
Quest. It's a top-down-view 
arcade adventure, which looks like 
it could be pretty good, actually. 

PLAYMATES 

EARTHWORM JIM - Previewed 
in massive detail on pages 38 
and 39. 

STAR TREK: DEEP SPACE NINE - 

Game of the show looked pretty 
good actually. Certainly better 
than Star Trek: The Next 
Generation which is currently 
doing the rounds on import. 


SONY IMAGESOFT 

ESPN BASEBALL TONIGHT - 

Pretty good baseball game, actu¬ 
ally. Obviously this sort of thing is 
less appealing to us than it is to 
the Americans though. 

MARY SHELLEY'S FRANKEN¬ 
STEIN - Based on the forthcom¬ 
ing Kenneth Branagh movie 
interpretation of the classic novel. 
MICKEY MANIA - Cool-looking 
platform game which stars Mickey 
Mouse, who transforms from his 
original scratchy black-and-white 



self to his modern full-colour form 
as the game progresses. 
Gimmicky, but impressive. 

NO ESCAPE - Programming has 
yet to get underway on this game 
of the upcoming Ray Liotta action 
movie, so there wasn't much to 
see on this one. 

SQUARE SOFT 

FINAL FANTASY - Square Soft 
were showing off Breath of Fire 
and Final Fantasy III which look 
like they should keep the more 
hard-core RPG fans happy. 

SUN CORPORATION 

Sun Soft have loads of cartoon 
licences on Super NES including 

ACME ANIMATION FACTORY, 
LOONEY TUNES - HOOP IT 
UP/, PORKY PIG'S HAUNTED 
HOLIDAY and SYLVESTER AND 
TWEET , all of which are due out 
this year, and nearly all of which 
are platform games. Likewise, on 
Game Boy there's DAFFY DUCK 
and TAZ-MANIA to come. Also... 
AERO THE ACROBAT 2 - Sequel 
to the semi-loved bat-based cir¬ 
cus platform game. 

THE DEATH AND RETURN OF 
SUPERMAN - Previewed on page 
37 actually. 

ZERO THE KAMIKAZE 
SQUIRREL - Another platformer 
somewhat akin to the aforemen¬ 
tioned Aero game. 

THQ 

AKIRA - Classic piece of animat¬ 
ed SF becomes platform beat 'em 


up with a driving sub-game, all 
on a 16-meg cart. 

SEAQUEST - Sculptured Software 
(who did Mortal Kombat II) are 
programming this game of the 
lousy undersea TV show which 
sank without trace in the UK after 
one series. Apparently the com¬ 
puter graphics from the show 
have been ported directly into the 
game. 

TAITO 

THE JETSONS: INVASION OF 
THE PLANET PIRATES - A plat¬ 
form game based on the Hanna- 
Barbera cartoon show, with whiz- 
zo gadgets and a few cartoony 
visual gags. The Americans seem 
to like it, but at time of writing 
no-one has signed it up for UK 
distribution. 

OPERATION THUNDERBOLT - A 

golden oldie 3D coin-op blast. 
Nothing to see on this one, alas. 
SONIC BLASTMAN 2 - As above, 
there's not much to see on this 
one as yet, but it is due out this 
year. 

TAKARA 

SAMURAI SHODOWN - Pretty 
cool conversion of a rather good 
Neo Geo arcade beat 'em up. 
Gary's looking forward to this one. 
FATAL FURY SPECIAL - Another 
one Gary's looking forward to, 
but alas nothing was on show. 
Expect it in a couple of months, 
though. 



TIME WARNER 

SUPER RBI BASEBALL '94 - Hey 

- it's baseball. Whatever you 
expect from a baseball game, this 
has got it. 

TITUS 

ARDY LIGHTFOOT - Platform 
puzzler with jolly graphics and 
cool sound. This game has 
achieved something of a cult sta¬ 
tus in Japan. 

PREHISTORIK MAN - A walk- 
along-throwing-axes-at-mon- 
sters-style game, reminiscent of 


Joe and Mac: Caveman Ninjas, 
actually. 

TOHO 

RANMA - Reviewed on pages 86 
and 87 of this very issue, actually. 
SUPER GODZILLA - Oo-er. This 
beat 'em up based on the more 
recent movies doesn't look like it 
will do the rubber-costumed one 
justice. 

UBI SOFT 

STREET RACER - It looks like 
UbiSoft have blended Street 



Fighter and Super Mario Kart in 
this oddball racing game. Does 
have the unusual bonus of a 
simultaneous, split-screen four- 
player race mode. 



US GOLD 

INCREDIBLE HULK - Beat 'em up 
starring the green-skinned mus- 
cley mutant. Aww, you know 
about this one don't you? 

Anyway, we're reviewing it in the 
next ish. 

VIRGIN 

LION KING - Game of the next 
Disney cartoon movie looks 
classy, but - GNN! -it's ANOTHER 
Virgin platformer! 
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Empire software have a crazy new game planned 
for release this autumn. Turbo Toons is a five- 
player racing game starring almost every Hanna- 
Barbera personality ever penned. 

NMS spoke to one of the game's programmers 
who explained that the Empire team were 
required to work very closely with Hanna- 
Barbera in producing the game, so as not to 
upset them. 

Turbo Toons is still classed very much as 'work in 
progress' but the many humorous touches 
already in place look set to bring a real fun 
game. 



(LEFT) Ardy 
throws his terri¬ 
fied pal at an 
ugly! The green 
varmints are 
also susceptible 
to a poke in 
the eye! 


Still busy looking after the affairs of Monster Max on Game Boy, Titus are now preparing 
the way for a new Super NES super hero called Ardy Lightfoot. Ardy is a lanky marsupi¬ 
al-like creature whose partner is a tiny egg-like creature. Together they explore Ardy's 
crazy, backwoods neighbourhood - a mixture of weird woodland locations packed with 
secrets and surprises. 

The Japanese press is going wild over Ardy, making him a character difficult to ignore. 
Surprisingly Titus are looking to improve Ardy's adventure, over and above the quality of 
the Japanese original in time for an official release sometime this autumn. 



Cheers 

Coach! 


Come on you 

Huckleberry 

Hound! 


Titus have allowed NMS a sneak preview of this promising new platform adventure and 
the first screen-shots are pictured here. Ardy's looking pretty cool isn't he! 


During a race the spectators are programmed to 
whoop and cheer in direct response to the action 
seen on the race course. Each on eof the twenty 
Hanna Barbera characters has his own trade¬ 
mark saying or solgan, sampled straight from the 
TV series in which they starred. 


The participants in Turbo Toons 
don't rely on go-karts to race the 
circuits - they can't afford such 
luxury! Instead they trot around 
using their feet as traction. It 
really does look funny! Wonder 
if there are wellies provoded for 
when it rains? 


It's small wonder the sprites look so 
much like their cartoon cousins 
considering the artist responsible 
was trained by an actual Hanna 
Barbera artist. Cool or what! 

Look out for the preview in NMS 
very soon. 


(ABOVE) Pushing rocks to create platforms is just one of 
Ardy's many skills. 


Blisters 
























WRESTLE MANGA MANIA 


DEVIL OF A VIDEO 

Go Nagai's infamous Devil Man finally made his appearance on English shores, courtesy 
of Manga Video, on July 11th. 'Devil Man - The Birth' is the first of a celebrated series 
telling the chilling story of Akira - a quiet, peace loving school boy - who is transformed 
into an inhuman Super Hero after agreeing to go to his friend's house one ill-fated 
evening. An 18 certificate says it all. 


GUYVERIV 

There's still time to catch up on the Manga series of 
Guyver videos. Now into its fourth instalment things 
are really hotting up for the hero 'Sho' whose con¬ 
frontations with Hyper Zoanoids this month threat¬ 
en to destroy an ultimate weapon such as the 
Guyver - Sho's bio-mechanoid alter ego. This series 
is really worth checking out! 


OOPS - WRONG PLANET 


The Rumik World series of Manga videos is creating a new niche for itself among Anime 
fans. More odd-ball than most, the creator of Ranma 1/2 turns her hand to yet another 
half-crazed heroin, this time named Maris. A refugee from the extinct planet Thanatos, 
Maris is six times stronger than the average human being and is constantly breaking 
things. Working for the Inter-Galactic Space Patrol, one of her tasks is the rescue of an 
idol of hers named Kogane Maru. A simple job, but can Maris break his heart in the 
process? 


(LEFT) Titus 1 
Brainies. Weird... 


Emm 


THE STREETFIGHTER 


MOVIE - THE TRUTH! 

It's been confirmed - Jean-Claude Van Damme is 
to play Guile in the upcoming Street Fighter movie 
and Kylie Minogue has agreed to depict Cammy. 
Sagat is to be portrayed by Wes Studi of Last of the 
Mohicans fame and the lovely Ming Na Wen is cast 
as Chun Li. Things might not turn out so bad 
though. Street Fighter is a Universal Picture after 
all, with cinematography by William Fraker, music 
by Graeme Revell (who put the tunes in The Crow) 
and production design by William Creber. The film 
is directed by Steven de Souza, who recently fin¬ 
ished work on The Flintstones, and is also involved 
with the Judge Dredd movie. Could prove very cool 
indeed... 


Two off-the-wall Super NES games are being planned by Titus for release later this year. 
Sink or Swim is the more approachable of the pair; it being little more than a colourful 
kind of platform game. Brainies, meanwhile, is a bizarre puzzle game in which brightly- 
coloured extra-terrestrials are found stranded on planet earth. Players are asked to help 
them return from whence they came but, as you. might expect, this becomes a very com¬ 
plicated affair in no time at all. Teeee-ipical! More downright demented details soon. 


(LEFT) Sink or 
Swim? It's too 
early to tell. 
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NINTENDO PEOPLE 
SYSTEM 


Here at NMS we were all really 
impressed with the way that a lady's 
headscarf, could (reportedly) 
become an emblem of the video 
games industry and contribute to 
making the wearer one of the best 
games players in Britain. Needless 
to say, we at NMS are never satis¬ 
fied with the quality of our maga¬ 
zine, even when we're the number 
one Nintendo publication in the UK, 
so a company memo has been 
issued ordering all NMS personnel 
to increase credibility and skill by 
wearing some form of 'chapeau' to 
work. A quick straw poll of NMS 
staffers' hat plans extracted the fol¬ 
lowing vital information. 


PAUL GLANCEY 
RANK: TEMPORARY 
SEMI-EDITOR AND 
BOTTLE-WASHER 


Paul has an official Indiana Jones 
fedora which a nice lady at US 
Gold once gave him. 
Unfortunately it makes him look 
like a ridiculous tart because it's 
too big for his head and he has 
to pad the brim 

wool to make 

stupid in his LA 


leather mask 
(not strictly a 

wear it on 

sion as well!! Full details can be 
yours for the right price. 
Interested parties should write to 
the usual address. 

PAUL DAVIES 
RANK: MUCH-LOVED 
WRITING GUY 


Paul is having to ask his Mum to 
dig out his one and only hat - a 
balaclava. We're not sure if this 


Raiders beanie, so he's cleverly 
decided to depart NMS shores 
before the new Hat Law comes 
into force next month. "Phew!" 
said Paul, yesterday. 


GARY HARROD 
RANK: ART FUHRER 


Gary, ever the rebel, has cate¬ 
gorically refused to go along with 
Lord EMAP's orders, declaring 
that, "I NEVER wear a hat and 
whenever I see someone in a hat 
I fink they look like total 
anchors." We may have got that 
last word wrong, actually, but it 
sounded something like that. But, 
hahaha, we remember Gary 
when he used to secretly sport a 


There’s lots of great things 
with Nintendo but outdoor pursuits 
generally one of them, or at least 
this country. However Nintendo 
busy creating a sporting new image 
themselves this summer by holding 
Streetball competitions over the length 
and breadth of Great Britain. 


Streetball is three-a-side basketball played with one 
basket. Anyone was and still is welcome to join in 
but there's only two more opportunities to get your 
high-tops down to the Challenger rig (Nintendo's 
21 ton techno-monster) and that's on the 23rd and 
24th July at Battersea Park, London. The reason 
we're telling you this is because NMS intend to 
whop any would be contenders who show up that 
weekend. So get practising those baskets and we'll 
see you down there! 
















Meanwhile here’s the agenda for the 
remaining Nintendo Challenger dates 
scheduled until the end of August 


July 

23/24th July - Streetball Challenge, 
London Battersea Park 


30/ 31st July - Air Tattoo, Fairford 

August 

5/ 7th August - Balloon Festival, 
Bristol 


13/ 14th August - Rochdale Show 
20th August - Bad Boys Inc concert 
(grief.) 

25th AugOst - Monmouth Show 

27/29th August - Town & Country 
Show. 


RATINGS GUIDE 

96-100 

Sometimes it 'aint easy being a game. Sometimes playing by the rules isn't 
enough. Sometimes you gotta break the rules to find justice. This game 
gets the job done...his way! 


His boss didn't like him...The Mayor hated him...City Hall had no time for 
him. But when it came to bringing down the biggest mafia organisation in 
the city, they all knew hew was the only one for the job. Now and then, you 
gotta bet on a wild card! 

ANY GAME SCORING ABOVE 90 PER CENT IS IMMEDIATELY AWARDED 

THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS RECOMMENDED 

AND ABSOLUTE MUST BUYS. 

86-90 

Cart was two weeks away from retirement. Just when he thought his life 
in the Force was over his boss gave him a new partner, Ridge. At first they 
were only fighting each other. Now they're fighting for their lives! 

80-85 

Cart and Ridge are back! Cart is still too old for this baloney. Ridge is still 
close to drawing a psycho pension. But together, they're still one hell of a 
team! 

70-79 

Cart and Ridge are backL.again. Cart is so old now he's got a five second 
memory and dribbles a lot. Ridge has given up on the madness angle and 
taken to quiet games of cribbage with friends. But together, they're really 
wearing the genre a bit thin! 

60-69 

Kirby was a good cop. But when his boss told him to go deep cover some¬ 
thing went wrong. When being bad gets to feel good, when crossing the 
line is all too simple, doing the right thing isn't easy. Now Kirby's fighting 
the hardest battle of his life, in deep cover and deep trouble. 

50-59 

He told them he could be trusted. He told them he was incorruptible. He 
told them there'd be no mistakes. He lied. 

40-49 

Friends found him charming. The neighbours thought he was a family 
man. Only his victims knew it was all a game. 

30-39 

When Betty and Alan bought their first console everything seemed perfect. 

They advertised for a tenant and thought they'd found the perfect one in 

Mr Cartridge. Now he won't leave and he's turning their dream console 
into a nightmare... 

GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY AWARDED 

THE NMS KIPPER OF COMMISERATION, THE ACKNOWLEDGED BENCH¬ 
MARK OF BADNESS 

20-29 

Everyone who discovered his dark secret mysteriously disappeared. 

Everyone who came close to the truth turned up dead. Who was he?... 

0-19 

...Why did he fear churches so much? Born of the jackal! Look for the 
marks! The Prince of Darkness is alive! 



PETER BARRELL 

RANK: SILENT ART MONK 

NINJA 


from a coiled string of 
saveloys, with two saveloys 
poking out of the side in the 
traditional horns' position. 'All 
the gels round my manor are 
gunna luvv it, 

-^ and if Oi gets 

a bit peck- 

f \ ish, during 

( \ the day, 

1 ipl like, Oi 

can always 
\ y snip meself 

off a saveloy 
and replenish 
me energy. Lavverly! Ere! 
Watchoo larfin' at?' 


brought with him a selection of 
top hats which he thinks would 
be appropriate for working in 
such a classy environment as 
NMS'. "One of them is a special 
throwing hat which has a razor- 
sharp steel brim, just in case," 
says Pete with a smile. 


will be an adequate solution to 
the situation, though, as Paul's 
head has grown considerably 
since he was six years old and 

Mrs Davies is going to 
— -^have to sew up 

^ Paul used to 

waited for the 
school bus on those frosty 
Rochdale mornings. He may also 
have to cut a hole in the back to 
slip his pony tail through, which 
will give him the appearance of 
mad wrestler, Kendo Nagasaki. 


Pete is actually a time traveller 
from the late 1880s who is chas¬ 
ing the malevolent immortal 
being that called itself Jack The 
Ripper through the timeways. 
Being the NMS designer is just a 
front for his operations as time- 
slalking vigilante 


GRAHAM MANGION 
RANK: SMASH KID 


Graham has designed his own 
hat and submitted the plans to 
his bespoke Stepney hat sculptor. 
Judging by the blueprints, this 
article of Cockney head adorn¬ 
ment resembles a Viking 
Berserker's helm, constructed 


Barrellington) 
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BIG AL WINS A TRIP TO 



THE STORY OF YET ANOTHER NMS WINNER! 




| PHWOOAR! 

Paul brought back this 
I saucy snapshot for Seal... 


It was a fateful day when young Alan 
Samuels answered those Nintendo-related 
questions in our NMS Mindscape compo 
last December. Fateful because he was the 
one who won an expenses-paid trip to 
Nintendo of America's HQ in sunny Seattle 
during May! 

Alan was joined by his Mum, Bonny, as well 
as James and Jessica from Mindscape, and 
of course that long-haired NMS freeloader, 
Paul Davies, who earned his keep by tak¬ 
ing these holiday snaps. Just think - next 
time it could be you! (Winning the prize, 
that is, not taking holiday snaps) 


SMELLY SEATTLE 

The fish market in Seattle STINKS! Whilst 
Alan's Mum went shopping with Jessica, Paul an 
Alan were forced to spend half an hour choking 
to death on the stench! 
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BANNERS AND BATS 
- BUT NO HATS 

Sunday afternoon was spent watching the 
Seattle Mariners haul in Texas like a big 
fish at the King Dome. It's easy to see 
why Americans are so keen to recreate 
the sport in the form of video games after 
sampling the atmosphere at the home 
ground of a winning team. Ken Griffey Jr 
is the Mariners' biggest hitter, scoring 
three home runs in response to the cries 
of ecstatic fans, of which Alan was one. 




In total Alan and his 
entourage spent four days in 
Seattle - that's a lot of 
burgers and ice cream! 
Everybody had a wild time 
and Mindscape deserve to 
give themselves a big pat on 
the back for arranging such a 
superb competition. NMS 
gets all the best competitions. 


BURGER 

'Burger' is the definition of 
food in Alan Samuels' Great 
Instruction Booklet of Life. Most 
likely because it's possible to eat a 
burger with one hand whilst trash¬ 
ing his Dad at Super Mario Kart 
with the other. 


INSEPARABLE 

Alan started as he meant to go on 
- playing Nintendo games. After exchang¬ 
ing a couple of crusty old Game Boy carts 
for Paul's weekend supply of excellent 
new ones, Alan settled in his seat on the 
aeroplane and spent the entire nine-hour 
flight with his head in Warioland or 
Shapesville Tetrisona! 


WORK FOR A HOLIDAY 

Alan's a tough little feller, which is why he 
was left him to carry all the bags whilst everyone 
else went off to see the sights. 

























“A stunning tank combat 
game that will last as long 
as your SNES.” 


“A high quality 2 player 
shoot ’em up seriously 
worth consideration.” 


A0T70AI /U 

“An atmospheric and playable 
SNES cart Spectre is a fine 
game in its own right.” 


“Spectre is about skill, 
strategy and nerve - it really 
is in a class of its own.” 
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GAMETEK 


GAMETEK (UK) LIMITED, 5 Bath Road, Slough, Berkshire. SL1 3UA 
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Following his humiliating defeat at the hands of 
Liu Kang at the end of the Shaolin Tournament he 
set out to control, Shang Tseng has returned to 
the Outworld to face the wrath of his master, _____ 
Shao Khan. For Kahn, seizing control 

Following his humiliating defeat at the hands of Liu Kang at 
the end of the Shaolin Tournament he set out to control, 

Shang Tsung has returned to the Outworld to face the wrath 
of his master, Shao Khan. For Kahn, seizing control of the 
tournament was his one hope of upsetting the balance 
. between good and evil as he had planned to use it as a por¬ 
tal for a proposed invasion which would plunge our little blue * 
planet into chaos. 

Pleading for his life, Tsung begs for another chance to return to 
Earth and set up another tournament. Considering his plea, 

Kahn agrees but decides that the battles should take place 
around his Outworld palace 


screen is 


and a fit punishment for his * ■»-■ 
underling's past failure would be to force him to enter as a 
combatant! Thus, freshly regenerated into a younger body, Tsung finds 
himself preparing to enter battle against eleven versatile fighters... 































Even the bottle describer 
;creen is goodn! 


lo rtal Mountain 


As with Sub-Zero, the god of 
thunder is here for the good 
guys. He has added a few extra 
shocking moves to his repertoire 
and it isn't wise to get too close 
to him mid-bout! 
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Whilst the original MK was a bloodless affair on the Super NES, 
developers, Sculptured Software, have left the gore intact this time 
round — although it can be turned off if it all gets too much. 
However, in contrast to the all new fatalities the game contains 
(including Liu Kang's smart Dragon morph, and Mileena's bizarre 
eating habits), there are two new ways to 'Finish' your opponent. 
Babalities are effected if a player doesn't use kicks in the second 
round and reduce the loser to baby form. Similarly, the all-new 
Friendship move sees the defeated player swaying as the victor 
gives them a gift of some kind. 


MK2 has been in development for over eighteen months now, and 
the game is lining up for a release date of September 9th. The orig¬ 
inal game was slated because of the missing grue and because the 
fights didn't flow as well as Capcom's Street Fighter series. This has 
been addressed this time, and the Super NES sprites can do every¬ 
thing the coin-op's can do — ensuring the game should play every 
bit as well and as fast. Similarly, the sprites have been ported 
directly from the coin-op, so there will be no noticeable detriment to 
the animation. 


(LEFT) Kung Lao delivers a fatality uppercut to 
Baraka's chin , impaling him on the spikes in the 


BARAKA 


A mutant from 
Outworld's 
distant plains, 


KflANA WINS 
BABAUttY 


better chance 


sharp objects 
his teeth in 
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(LEFT) Liu Kang s new 
fatality move in action. 
Watch him morph into 
this dragon and bite his 
opponent in half! 

(RIGHT) Ooch! Liu Kang kicks his way across 
the screen and gives poor Reptile an 
espadrille to the gob. 

(BELOW) Scorpion harpoons Jax with his... 
er... well , it's his harpoon isn't it? 


Seen lurking in the backdrops of the first game, 
Reptile makes his debut with a wealth of projectiles 
at his disposal. His sinuses are more trouble to his 
opponents than to him... 































Armed with a 
deadly metallic 
fan, her throws 
and devastat¬ 
ing kicks make 
her a more 
than worthy 
replacement 
for Sonya. 


Leaving the ranks of the Shaolin 
monks to enter the fray, Lao's spe¬ 
cial moves tend to revolve around 
his large sombre 
If you've ever se 
Goldfinger, you' 
know what we 
mean. 


"W ifityfroSE YOUR FfGH 


MILiiN/U 

The second 




female entrant, 
and a fan of Sai 
knives. Her 
throwing skills 
are exceptional, 
and her speed is 
virtually 
unmatched. 


Comfy in his 
new body and 
retaining his 
morphing 
skills, Tsung is 
the twelfth 
entrant. 


)Shang 

Tsung as...Shang 
Tsung, in fact. 
Still he doesn't 
usually stay this 
way for long! 


Kung Lao 
gets a purple boot 
to the gobjrom 
the fle&ffooted 
Mileena. What 
rotten luck. 


Kang entered the 
first tournament 
having got wind of 
Tsung's plans, but 
now finds himself 
fending off revenge 
plots from the 

newly-rejuvenated 

fighter. His oh-so- 
impressive bicycle 
kick should help him 
through, though... 




BARAKA W INS 


MMCG ACVIMI 

SUB-2IR0: 


Baraka 
chops up Liu 
Kang, while, in 
the background, 
Kahn spectates 
and Sonya looks 
sorry for herself. 


Sub-Zero is here to kill Tsung. It's as 
simple as that. He has foreseen a 
time where evil will run riot over the 
universe and has summoned all his 
icy powers to try and prevent it. 




Sculptured have tried to make 
MK2 as close to the arcade 
original as possible — even 
down to the coin-op's hidden 
fighters. Somewhere within 
MK2 lurk three new fighters 
each of whom are based on 
existing characters. However, 
getting to them is a closely- 
guarded secret, and their 
domains come and go 
extremely quickly. 


Set around various locations within Kahn's 
Outworld home, the game's backdrops range from 
his courtyard (complete with Kano and Sonya 
bound up in the background!), the entry portal 
back to Earth, a slime-filled pit, and The Living 
Forest,' Each backdrop features all the animations 
of the coin-op, with the forest making odd faces as 
the fighters get on with the action, and a pair of 
distant combatants slugging it out as the player 
moves around a wasteland-based location. 
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Yep, Probe have also managed to cram MK2 and a selection of 
Fatalities on to the relatively humble Game Boy! Featuring eight char¬ 
acters — Liu Kang, Scorpion, Sub-Zero, Reptile, Tsung, Jax, Mileena, 
and Kitana — the action is set against two backdrops and features 
most of the coin-op's special moves. Similarly, the 4MEG cart also 
features a Fatality for each character which work surprisingly well and 
still manage to look pretty gruesome considering the little hand held's 
often murky screen. 


Git over heeeeere 


Phew! MKII's sunsetslooks almost real , thanks to 
the colour-displaying powers of the Super Game Boy!! 





































































Mileena's forced to hav< 


(ABOVE) Could've changed your 
underwear today Kang. 


Left a bit. 
touch... perfect. 


little lie down to 


WE & RIGHT) Liu Kang 
- he's rock. Yeh , he's my 
favourite he is. 


Mileena 

monopolises the gas 
blowing contest. 

Jax mate 

X I got some-jF 
° on the bcmom 
of my shoe ? IL 


MKII is Super GB 
compatible, so full-colour 
fighting fun can be yours! 
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Has Street Fighter // lost its cool? 

Of course it hasn’t. However the fact 
Street Fighter II Turbo didn’t sell so 
well last year accounts for Nintendo’s 
decision to hold back indefinitely on 
the UK release of Super 
Street Fighter: The New 
Challengers. 

Of course NMS is every bit as down¬ 
mouthed as anyone else over this 
matter, but look at it like this: Even 
if Super were to make it over here, 

Nintendo would have to price the 
game in the region of £70 - a 
price few games players, quite 
understandably, are willing to 
pay. 

Meanwhile, in Japan, excitement 
over the champion of all beat 'em ups is hotter than 
ever. Allow us to show you what all the fuss is 
about. 

NEW CHALLENGERS EXCEL 

Capcom have produced a monumental conversion 
of Super. It seems the game play of the original 
coin-op has been somehow refined to make new 
challenger T-Hawk perform better than before. Fei 
Long, Dee Jay and Cammy play superbly too. 

NEW CHARACTERS - NEW 
COMBOS 

Fei Long, Cammy, T Hawk and Dee Jay 
help breath new life into Street Fighter II. 

Not only do they have combinations of 
moves to practice themselves but have 
inspired the remaining twelve world war¬ 
riors to upgrade their skills too. Let's take 
a look at them in action, being sure to 
take in the full glory of the new challengers. 


(ABOVE) Vega's Off-the-wall Claw Thrust enables the 
Spaniard to spike his opponents. 


DEEJAY 

BOHN: 1965 
HEIGHT: 6'V 
WEIGHT: 202ils 
BLOOD TYPE: A 

As a musician Dee Jay knows all 
about perfect timing. His natural 
of rythm helps him confuse 
whose rigid technique 
from really letting loose. 


(ABOVE) COMBO I Dee Jay's Max Out projectile leaves 
Ken's brain dancing in his skull. 


(BELOW) COMBO 2 This Hyper-Fist cross-up combo has (ABOVE) COMBO 3 Kick-boxing is Dee Jay's speciality 
old E Honda wishing he'd refused that last papaya. enabling him to deliver Double Dread kicks with a smile. 



























FUTURE 


(ABOVE) SPLASH KNOCKDOWN Honda's improved 
Smash knocks Ken to the ground with one hit! 


In addition to the accepted Arcade and Vs modes 
Super features all new Battle, Time Trial and 
Tournament modes. 

Battle 

Select eight fighters to represent you in combat 
and aim to defeat a team controlled by a friend 
or the CPU. 

Time Trail 

Waste CPU-controlled fighters in record time! 
Capcom staff have arrogantly placed their 
names alongside the greatest, so it's down to 
excellent players to trash them with super com¬ 
bos to the cods! 

Tournament 

A decent variation of the arcade link-up facility. 
Enter into a tournament against seven other 
challengers and fight for the top position. Pity 
there's no option to Link four Super NES control 
decks together but that was asking just too 
much! 


(BELOW) CHALLENGER COUNTER Max Out with Dee though really. It's best to just have Dee Jay dive in and 

Jay to counter Guile's Sonic Booms. This is a bit cheesy dance all over the Vet's head. Rat-tat-tat-tat! 

































































(ABOVE) COMBO I A simple combo but effective if the opposition isn't used to Camm/s speed. Fei Long is made to look 
a complete and utter gibbon as Cammy chops away at his head, torso then feet. 


CAMMY 

BORN: 1974 
HEIGHT: 5'4" 

WEIGHT: 101 lbs 
BLOOD TYPE: b 

Our very own, Special Forces babe is 


the most exciting newcomer. As 
the Special Agency Academy's 
top agent Cammy is also keen to 
prove her wotrh as a World 
Warrior. Little does she know 
she is on the verge of uncovering 
memories of a disturbing past. 


CIMIi 


sum mum. 



(ABOVE) COMBO 2 A heavy kick is followed by a crouching forward kick to begin this three-hit Cammy combo. Bison is 
then sent spinning with a Cannon Drill. 


(ABOVE) COMBO 3 Camm/s answer to the infamous (BELOW) CHALLENGER COUNTER Spinning Knuckle is 

Dragon Punch is the Thrust Kick. Bam! Bam! Bam! used to counter attacks such as Dee Ja/s Max Out. 


T. HAWK 

BORN: 1974 
HEIGHT: 5'4" 

WEIGHT: 101 lbs 
BLOOD TYPE: b 

After having his homeland ravaged by 
the dread Shadolu organization , 7 
Hawk is keen to avenge his people. 


(ABOVE) ALL NEW MOVES Balrog's 
shoulder butt, Bison's Devil Reverse 
and Zangiefs running Power Bomb. 
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(ABOVE) Free extra pic - just like 
bottom-right. Smart! 


FlSTURl 


FEILONG 


BORN: 1969 
HEIGHT: 5'8" 

WEIGHT: 132 lbs 
BLOOD TYPE: 0 

In dedicating his entire life to Kung 
Fu, Fei Long holds deep respect for all 
World Warriors but is confident deep 
down that he is the best. 


(ABOVE) DHALSIMS STUN YOGA FIRE Dhalsim 
ses fighters then sets quickly about them with a 
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(ABOVE TOP) COMBO I Whatoo! 
Fei's Rising Dragon kick scorches 
Blanka. 

(ABOVE MIDDLE) COMBO 2 Rekka 
Ken is used to perform this five-hit 
combo (sorry we didn't have room to 
show the final blow!) 

(ABOVE BOTTOM) COMBO 3 Perfect 
timing rewards Fei Long with this 
sweeping three-hit combo. 


(LEFT ABOVE) COMBO 1 T Hawk's 
awesome Thunderstroke, three-hit 
combo. 

(LEFT MIDDLE) COMBO 2 Elbow! 
Knee! Storm Hammer - slam! T Hawk 
is a mighty fighting force to reckon 
with. Once he's got a grip of your 
fighter there's not a hope in all Mexico 
for their survival. 

(LEFT BELOW) COMBO 3 
Spectacular or what! After crossing-up 
Vega with a body splash , Hawk goes 
on to slap, kick then Thunderstrike the 
Spanish pretty boy into splinters. 

(TOP) CHALLENGER COUNTER The 
Hawk counters Ryu's shambolic fire¬ 
balling tactic. 


ABOVE) Chun Li's new Fireball is more 
devastating when used in combination attacks. 


AKUMA RUMOUR 

After extensive - and we do mean EXTENSIVE 
play-testing NMS is decided that Akuma does not 
exist in Super NES Super Street Fighter II. 
However we're not so stuck up as to deny when 
we're wrong. Should anyone find out otherwise, 
don't hesitate to let us know. Okay! 


DRAWS TO A CLOSE... 

It's plain to see that Super NES Super Street 
Fighter II is the greatest coin-op conversion to 
date. No doubt about it. It's truly excellent and 
NMS would dearly love to see it released in the 
UK. Unfortunately Nintendo aren't convinced of its 
potential in such a fickle market as the UK. So, for 
the foreseeable future at least, only Japanese and 
American players are to enjoy it. Shame, eh...? 
We'd value your opinion on this. 
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The historical recre¬ 
ations in the park 
aren't just 

recreations - they're 
the real thing, and 
the machine that's 
apparently generat¬ 
ing them is actually 
stealing them from 
the fabric of time! As 
soon as Bubsy realis¬ 
es the havoc this is 
causing throughout 
the world, he resolves to 
find the machine and 
throw a spanner in its 
works, but just as he's 
about to set off on his 
latest mission he finds the mis¬ 
chievous twins he's escorting have gone off on their 
own to who knows where. Now he has to find the 
machine AND the twins! 


PLATFORMING PUSSY 

Not surprisingly, this all turns out to be the front 
for another Bubsy platform adventure in which the 
Feline of Fun has to bounce his way through five 
Amazatorium game worlds. Each world takes the 
form of a corridor which has five doors leading off 
into platform levels set in different time periods, 
so you get to run around inside pyramids, pirate 
ships and even fly around the skies in WW1 
biplanes and futuristic space craft. The actual fun¬ 
damentals of Bubsy II are similar to the first game, 
insofar as you have to find your way through a 
maze of platforms, bouncing on bad guys' heads, 
collecting marbles (it was balls of wool in Bubsy 1, 
you'll recall) and picking up power-ups. 

Anyway, when you've completed all five sub-levels 
the exit from that corridor is unlocked and you can 
progress to the next. Unlike many games, you can 
actually choose which part of the Amazatorium to 
visit next, so there are several routes to the end of 
the game, and each one has a different ending. 


0001500 


FELINE GOOD? 

As in the previous game, there are all sorts of 
bonus levels and secret bits in Bubsy II. Some 
apparently-solid rock faces are mere fakes, allow¬ 
ing Bubsy to take short-cuts through them. Walk 
through doorways in the landscape and you find 
yourself in new sub-levels, or even in one of the 
three sub-games, Frogapult, 
Bobcat Bungee Jump and 
Armadillo Pachinko. There's also 
a two player mode, which you 
can play in either a co-operative 
or competitive mode. 

It all looks quite jolly, and rather 
better than the first Bubsy game, 
which, it has to be said, was a bit 
of a disappointment. Bubsy II is 
out in September, so watch out 
for the review in the next NMS! 
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When Bubsy visited The Amazatorium Virtual 
Reality Theme Park he was expecting a day of 
jolly fun with the odd strangely-costumed enter¬ 
tainer handing out balloons and lollipops. But, 
deary-oh-me, how wrong he was. 
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One of the most famous comic book stories of 
all time is coming to the Super Nintendo in the 
form of a scrolling beat ‘em up. Up, up and 
away! 


When DC Comics decided to kill off Superman, their greatest charac¬ 
ter, a couple of years back, there was outcry from fans of the Man of 
Steel. Of course, DC knew exactly what they were doing and the pub¬ 
licity surrounding this story guaranteed them massive sales before 
they brought him back to life in yet another blaze of hype. 


AN AWESOME FOURSOME 

Closely following the plot of the comic books, the 
game opens with Superman battling thugs on the 
streets of Metropolis, before coming face to face 
with Doomsday, the unstoppable monster that 
eventually kills him. The game doesn't end there 
though, because four mysterious Supermen are 
sighted throughout the city and over the next four levels you get to 
control each one. There's the cyborg Superman, the psychotic Last 
Son of Krypton, the metal Man of Steel and the hip young Superboy. 
But the big question is - which one is the real Superman? 




THE MOST FAMOUS COMIC-BOOK PLOT EVER! 



SOME FOLKS CLAIM 
TO HAVE SEEN A 
SUPERMAN THAT IS 
HALF MAN, HALF 
MACHINE. 


SUPERMAN: THE MOVES 

Superman just wouldn't be Superman without his incredible super¬ 
powers, so it's just as well SunSoft have given our hero a whole range 
of mighty moves. Naturally, he can perform superpowered punches, 
kicks and throws. On top of this, he can use his heat vision for dis¬ 
tance attacks and by collecting Super-symbols can perform a deadly 
'smart-bomb' attack in which he leaps up and punches the floor caus¬ 
ing a huge explosion. Best of all though, by tapping the jump button 
twice he can fly. - very important for collecting power-ups from the 
top of buildings. Strangely though, old Supes seems vulnerable to 
everyday attacks like chainsaws and grenades. Perhaps he accidently 
ate some Kryptonite cakes. 

The Death and Return of Superman could prove to be one hot title. 

On the other hand it could just be a game riding on the hype of the 
comic. There's only one way to find out for sure, look to the skies for 
the forthcoming NMS review. 
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iOUR MYSTERIOUS SUPERMEN! 


SUPER-POWERED BEAT 'EM UP ACTION! 
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They say Earthworm Jim is gonna be big, and as 
soon as they said it, Paul Glancey was on the 
blower to Shiny Entertainment in California to 
find out how big. 

Over in The States they're calling Earthworm 
Jim 'The best Action/Platform game ever creat¬ 
ed", and when you consider who's working on 
it, so it bloody should be. David Perry was the 
creator of the original Megadrive versions of 
Cool Spot, Global Gladiators, Aladdin and The 
Jungle Book before he left the programming 
department at Virgin USA's California office to 
set up Shiny Entertainment just up the road. 

He was soon joined by a host 
of ex-Virgin designers, as 
well as fellow Brit and 
SNES specialist, Nick 
Jones (programmer 
of Alien 3 amongst 
others). With such 
pedigree program¬ 
mers, Earthworm 
Jim does indeed 
promise to be some¬ 
thing 

very special. 


JUNKYARDS AND INTESTINES 

Unlike those other games, there's not a licensed charac¬ 
ter to be found in Earthworm Jim, though after the 
game comes out you can expect a Saturday morning 
cartoon show and action figures based on characters 
such as Professor Monkey-For-A-Head, Major Mucus, 

Doc Duodenum, Evil the Cat and of course 
Earthworm Jim himself. Jim, it turns out, is just a reg¬ 
ular earthworm who was in the middle of escaping 
from Psy-Crow, a crow-shaped space bounty hunter, 
when he landed in an indestructible cybersuit and now has to rescue 
Princess What's-Her-Name from Psy-Crow's talons. This entails run¬ 
ning around 20 bizarre alien landscapes including junkyards 
and intestines, blasting up anything that crosses his 
path. 


I LIKE 

MOVE IT 

But it's not just the weird characters that set 
Earthworm Jim apart from the crowd of 
form shoot 'em 
- the way they' 
animated is just as 
ular thanks to a new tech¬ 
nique, designed by 
Shiny, called 
Animotion. This is a 
development of the 
Digicel software that 
David coded to 
make the aforemen¬ 
tioned Virgin titles 
look so amazingly good. 
Animation frames are hand- 
drawn onto cels the old-fashioned way by three 
^ animators, then digitised and coloured for use 
in the game - so it really does look like an inter¬ 
active cartoon! 







HETEROGENEOUS VIRTUAL 
PROGRAMMING LANGUAGES 

When we contacted Nick Jones by space satellite 
he told us he has also had to get used to some 
innovations in the programming department. Says 
Captain of Coding, Nick, "We are using a hetero¬ 
geneous virtual program¬ 
ming language, custom 
designed for video games, 
which allows us to develop 
simultaneously on the Sega 
and the SNES. I have NEVER 
seen games so closely 
linked and I've been 
writing video games 
for twelve years. It 
means that new 
aliens just appear in 
my game because 
one of the guys had 
inserted them into the 
Sega version the evening 
before. Spooky!" 


FASHIONABLE FLARES 

Using this 'heterogeneous virtual programming language' 
to match the Megadrive version so precisely has caused Nick 
a few headaches, though. "The Sega's processor runs at over 
twice the speed of the SNES'," he points out. "I had to produce 
the best code of my life to keep up with the Sega, but I can 
guarantee there will be no slow-down, no reduction in the num¬ 
ber of sprites and absolutely no compromise. With the additional 
features of the SNES (such as colour addition/subtraction) I'm 
able to add many extra effects. Check out the solar flare 
in level one as an example!" What Nick didn't seem to 
realise at the time was that we couldn't actually check 
out the solar flare in level one because we were in 
England and the game was in America with him. But 
hey, we've known Nick for ages and if he says 
the solar flare in level one looks good, you 
can bet it looks good. 

TUNE IN NEXT TIME... 

Anyway, you can all find out how good 
that level one solar flare looks for our¬ 
selves when Earthworm Jim is released 
on October 15th. Of course, we'll find 
out a little bit earlier than you lot 
because we're getting the finished 
game for review in time for the next 
issue. And if the solar flare in level one is up to 
scratch you can be certain we'll be printing lots of 
pictures of it. Don't miss 'em. 
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Psygnosis’ Super NES revival of the old 8-bit 
Commodore game falls under NMS scrutiny. So 
is it still a classic then or what? 

Archer Maclean? The epitome of the shy, retiring programmer type. 
Lives like a hermit, we've heard. No luxuries. Goes to Sainsbury's 
every Saturday morning on his hand-me-down Penny Farthing, buys a 
pint of milk (skimmed of course), a small loaf of Hovis Extra Strong and 
ilf a packet of Mr Kipling Chocolate Slices (okay, one luxury), then 
sixty miles back to the little wattle-and-daub hut he calls 
a few Assembly Language instructions off those hand- 
gtions and the 64-bit trigonometry routines that 
ijpody special. 

jnius is this recreation, reworking, reflow- 
P masterpiece, Dropzone, the shoot 'em up 
?rs flood the keyboards of their Commodore 
64s in tears and iSoTWrllf rubbery Atari joysticks in good, honest 
It was a classic - a CLASSIC, do you hear! - and now all of 
t classicness', that 'classicosity, that, dare we say it, 'Class' has 
been lovingly, romantically, earlobe nibblingly installed in this 
upgraded Super NES translation for you, his lucky, 
Nintendo-playing public. 
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Rid our universe of the evil 
space caterpillar by blasting its slimy 
body segments. 

# . 

Spinning spheroids guard a 
handy power-up. Kill! Kill! Kill the 
spHring spheroids! 
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All sorts of nasty weirdoes 
inhabit the thin Ionian atmosphere. 



single s 


o's a boss after every 
0 . This first one is easy 


DEFENDER RETURNS ! 

Like its honoured ancestor, Super Dropzone is at 
heart a clone of Williams' Star Gate, the super- 
zappy follow-up to Defender. All of the original's 
features are here, the inviso-cloak shield, the multi¬ 
ple alien typos, the frantic trailer invasion waves, the 
super-light touch required on the controls, and even 
the scientists whistling for help. But it's all been 
brought up to date with some slick new graphics, 
sound effects, speech, a modicum of extra weapon¬ 
ry, five locations (lo, Callisto, Ganymede, Europa 
and Jupitor) each made up of ten stages, with a 
boss at the end of every stage and a super guardian 
to beat at the end of the tenth. 

We've been playing a nearly-finished pre-prod cart 
for a couple of days now and from what we've seen 
we reckon Super Drop Zone is going to be pretty 
good - a bit different from the Super NES norm, 
we'll grant you, and probably a little bit more 
appealing to the nostalgics amongst us, but defi¬ 
nitely a REAL blast, for REAL shoot 'em up lovers. 
Read the review in the next ish of NMS, the only 
REAL Nintendo 
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Scooting through the noxious atmosphere of 
Jupiter, Mr D dodges over the deadly acidic blunderstorm. 

CZZZ3 3# 



Blimey! Mr Dropzone takes a wrong turn into a Q 
stray bullet and is blown into a million fra^g^ |qvq bombs . 


ALIENS! 

To set the gorgeous scene: Aliens, those other¬ 
worldly antagonists, are moving into our solar sys¬ 
tem, rrrrampaging through the moons of Jupiter, 
mercilessly eliminating all human life as they go. 
Your part in this glorious conflict is to patrol those 
scrollingly-surfaced satellites in your space-laser-jet- 
pack-suit, picking up wandering scientists, oblivious 
to the impending invasion, then 
depositing them back at their base 
ready for evacuation 
But! Aargh! Alas! Can it be?! 

Those aliens are also patrolling 
the Jovian spaceways, looking for 
puny humans to destroy by drop* 
ping deadly robotic spiders on 
them! Hasten! Hasten! For unless 
you can explode their very mole¬ 
cules by squirting them with hot 
laser they will eliminate all of your 
lovely scientists. And then where 
will you be? We'll tell you where. 
The planet practically explodes 
and you'll be in the midst of a 
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IN THE WEST END AND CINEMAS 
EVERYWHERE ACROSS THE 
COUNTRY FROM FRIDAY JULY 29 

(SEE YOUR LOCAL NEWSPAPER FOR CINEMA DETAILS) 





























ibians and humans 


(ABOVE) 2J2 


g side-by-side! It's beautiful! 


abulous rock-lifting action 
om Zitz (or is it Pimple?) 
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COMBINED FORCES 

With both good and bad sides coming together for a 
monster rumble there's the awesome possibility of 
some really crazy battle-tactics going down. The 
Toads' exaggerated power-moves synchronised with 
the Dragon twins' flashy martial arts techniques are 
sure to bring results. 

■f}J£ BffrftJ JopACFJ 
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Imagine a future inhabited by man-sized, back¬ 
side busting toads defending mankind against 
hosts of vicious humanoid rats having just 
teamed up with some old martial arts heroes. 
The shivers down your spine are nothing com¬ 
pared to the horror of witnessing such a dread 
spectacle for real, and it’s going to happen when 
Battletoads team up with Double Dragon this 
September! 


(ABOVE) Nice title screen eh? Why am 
I writing a caption for this? 

EXPERIENCE 
MEETS THE 
EXTREME 

Anyone who knows beat 'em ups 
knows the Dragon twins - Billy 
and Jimmy Lee. Their exploits in 
battling the many gangs headed 
by the Shadow Boss are recorded 
in history among the greatest 
ever. They are a classic duo. Now 
they've teamed up with Rash, Zitz 
and Pimple - alias the Battletoads 
- the fun is about to start again! 




(ABOVE) "Ta-da-da! I am SUPERMAN!! 
See how I can fly!! Oh dear. Nurse!" 


HAH HAH 
HA-AARGH! 

Early Double Dragon games are 
taken very seriously by the series' 
fans, but the Battletoads help 
inject a bit of humour into the 
infamously riotous proceedings. 
Cruel sight gags like tossing sticks 
of dynamite back at street hood¬ 
lums and stepping on gangsters' 
fingers as they cling for dear life 
above perilous pit-falls really add 
a lot spice. 
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(Sorry, unavailable.) 





RENT THE LATEST GAMES 
AT BLOCKBUSTER AND RITZ. 
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Arcade Zone is a new British-based company 
whose aim is to bring true arcade-style games 
onto the Super NES. Legend is their first release 
and it’s being published through Sony in the UK. 


HACK! SLAY! MURDER! 

Legend is reminiscent in many ways of the old Sega coin-op 
Golden Axe. It's a side-scrolling hack and slash 'em up, 
which can be played by one or two players wielding swords 
and axes against monsters, dragons and angry villagers. 


A CUT ABOVE THE 
REST? 

From what NMS has seen so far 
Legend looks like it means busi¬ 
ness. It's being released towards 
Christmas so watch out for the 
NMS review in a couple of issues' 

time. 


IN AN ARCADE 
STYLEY! 

To enforce the authentic 
arcade feel of their games, 
Arcade Zone really go 
overboard with the presen¬ 
tation. The attract sequence in Legend is very 
coin-op like, as are the cut sequences 
between stages. 


IMPROVED FOR THE UK 

The American version of Legend is some¬ 
times criticised because it plays quite sluggishly. For 
this reason Arcade Zone have written 
a Turbo option into the 

UK code, allowing Tr& wL 

players to hack and 
slash with greater 

fluidity and speed. \ fo-yj&m \ 



More recently Arcade Zone have been working 
on two great-looking titles for the Super NES: 
Night Busters and Iron Commando. We're not 
really allowed to say too much at this stage, but 
the quality of these screen-shots pretty much 
speak for themselves ... 





Nightmare Busters 


Iron Commando 
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Alert! Alert! Blobby aliens in distress! Psygnosis , 
new puzzle game takes shape (a space hopper 
shape, actually). 



Poor Puggsy. As if it wasn't bad 
enough being an alien shaped 
like a Space Hopper, his latest 
jaunt through the stars has just 
ended in disaster when his ship 
unexpectedly splashed down in 
the ocean of an uncharted planet. 
Fortunately, both pilot and craft 
were washed up on the shore of 
a nearby island, but while Puggsy 
lay out cold on the sand, the local 
tribe of racoon people pinched 
his spacecraft, smashed it up and 
hid the components around the 
island. If Puggsy ever wants to 
see his home and his Space 
Hopper-shaped fiancee again he 
has to explore the whole island, 
negotiating dozens of levels of a 
platform ilk, dodging residents of 
an angry ilk and solving puzzles 
of a fiendishly puzzling ilk. 



(ABOVE) Puggsy beats off a parrot 
boss with some wet fish. 


THE VERSATILE 
SPACE HOPPER 

All these ilks probably sound like 
your regular platform/puzzle 
game features, but there's more 
to this game than meets the ilk. 
Puggsy is a versatile blob, and he 
can stomp on baddies, pick up 
and drop objects, throw them, 
use them to construct stairways to 
get over high obstacles or to lever 
himself onto ledges and even 
stack them up then carry the 
whole stack. 

It's just as well he's so capable 
because the puzzles confronting 
Puggsy aren't just your usual 
fetch-and-carry stuff. To complete 
each level he usually has to solve 
several mini-problems which can 
involve switching on banks of fans 
to blow objects around mazes or 
use radio-controlled floating plat¬ 
forms to get over fiery pits. It's all 
seems just a little bit cleverer than 
the norm. 






(ABOVE) Puggsy lights the fuse on a 
cannon to blow down a wall. 


(ABOVE) Bomza! Off goes the cannon 
ball and up climbs Puggsy to... 


(ABOVE) ...drop a pile of barrels 
which Puggsy climbs for an extra life. 




(ABOVE) Stick the stone beak to the 
stone parrot to open an exit. 



O 




(ABOVE) A far- 
from-idyllic 
woodland scene. 
Beware of moles 
and bears! 

(LEFT) Zapping 
bunnies in the 
first secret level. 




(ABOVE) A water pistol is good for putting out fires , but it's 
only good for three shots , so you may need to refill it. 


SECRET STUFF 

Often there's more than one way to finish a level, 
and if you stumble upon the alternate route you 
usually uncover a secret bonus level where extra 
lives are up for grabs. The first of these is about five 
stages in and lets you run around zapping floppsy 
bunnies with a ray gun, but later ones take the form 
of a game of Space Invaders and a miniature ver¬ 
sion of that arcade classic, Gravitar, in which Puggsy 
tries to avoid smashing into the walls of a vector 
graphics cavern in his diddy flying saucer. 

Puggsy was well received by reviewers when it was 
released last year on Megadrive and it looks like the 
Super NES version is going to be the same only dif¬ 
ferent, with slightly improved graphics and some 
more mellifluous folksy music strumming away in 
the background. Check out the review next ish to 
see how much we like it. 
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PAC PICK-UPS 

Pac-Man's forthcoming adventures 
have little to do with mazes or pel- C 
lets but a lot to do with chasing. " 

There are some areas Pac-man 
cannot reach without the necessary 
items so he is resigned to collecting 
help from 

- magic rings. aft** 811 
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Some hot news reached NMS just as we were 
about to close the issue. Quite unexpectedly 
Mindscape, in conjunction with Namco, have 
announced a whole new Pac-Man game, as yet 
untitled, for release on Super NES and Game 
Boy later this year. The yellow munch-meister 
has finally neglected his stomach in favour of 
more acrobatic pursuits. Is he ill!? 
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WORLDS FULL OF Si 

KID PAC-MAN 

The new Game Boy Pac-Man adventure is more 
puzzle-based than its Super NES counterpart. Levels 
are shorter, making the solutions to problems more 
concentrated. 


Both these products are in the early 
stages of development, so it isn't defi¬ 
nite whether Game Boy Furries is Super 
Game Boy compatible or not. However 
the Super NES version is looking very 
interesting with many comic elements 
bundled in with that classic Pac- 
Man feel. More news as and 
when we get it. 

CAME BOY ) 





































Nintendo! 


low 





























CYREIHNATOIt W 

Absolute power - that's what it feels like to play Cybernator! 
Konami licensed this one from NCS, the same company 
responsible for Prince of Persia, and the same high standard of 
animation and attention to detail is evident. One player leads 
Jake into battle, wearing an Assault SUIT similar to those seen 
in the Japanese Gundam series. Players have such a high level 
of control over this guy it's unbelievable. 

Reviewed NMS, February 1993 : Rated 94% 


Pop 'n' Twinbee is one of the most colourful 
and intricately detailed shoot 'em ups avail¬ 
able. Unusually for this type of game there are 
many secrets to uncover and lots of fun tactics to 
exploit. Even though this represents the busiest 
two-player action possible on the Super NES there's absolutely 
no sign of slow down. Amazing. 

Review ed NMS, June 1993 : Rated 86% 


The Dark Knight challenges Final 
Fight - and wins! Batman is rep¬ 
resented as a huge, sinis¬ 
ter-looking character 
with a ninja stance. 

He really does look 
cool! With 
around 15 dif¬ 
ferent attacks 
including 
smashing his 
foes into walls 
and banging 
their heads 
together this is 
an outstanding 
usage of the 
Warner Bros film 
license. 

Reviewed NMS, W 
May 1993 : Rated 90% 


Christmas comes early this year folks, 
because Konami are selling five of 
their classic Super NES titles at half 
price! Exclusively with NMS, excite¬ 
ment-starved Super NES owners now 
have the opportunity to purchase Tiny 
Toon Adventures, Batman Returns, 

Pop 'n' Twinbee, Cybernator and 
Sunset Riders at half the usual retail 
price. Obviously Konami are feeling 
very generous at the moment, and it's 
foolish to miss out on such an incredi¬ 
ble opportunity. 

So don't just sit there dreaming - this 
is real and it's happening now, so get 
filling out the order form...Or alterna¬ 
tively, you can call our credit card hot¬ 
line on 0858 468 888 

This sort of thing doesn't happen often 
you know! 





















Simply fill out the form below 
and send to: Si 

NMS/Konami Offer A 

EAAAP Images M Mr 

Tower House ^^ 

Sovereign Park 
Lathkill Street 

Market Harborough mBmmMB 

Leicester LE16 9EF am m am Mg ML 

Please note that the offer is MW^Jm\mM\ SJmH j 

only applicable to UK resi- L ----—-- 

dents. Also, please allow for 

28 days from receipt of order for delivery. All software is 
offered subject to availability, and we reserve the right to offe 
an alternative game if your choice is unavailable. 

Please do not call the Nintendo Magazine System office 
regarding orders. 


Colourful in both graphics and content, Sunset Riders presents 
fun two-player action with a wild west theme. Players select 
from three tough hombres and don their Stetsons for a truly 
varied game - as is Konami's trademark. Hoss riding, tin-can 
alley and just honest-to-goodness cowboys and injun antics 
mark Sunset Riders as one of Konami's most interesting arcade 
conversions to date. 

. Reviewed NMS, Nov 1993 : Rated 72% 




51 J 0 ZU 


NMS 


This is the little loonies' first adventure and it's 
crammed full of fresh ideas, taking players to 
the point of astonished disbelief and beyond! 
Buster Bunny stars and finds himself skipping 
with Mexican mice, chasing a runaway train 
and taking a rocket-ship to Mars. Expect the 
unexpected! W^^M 
Reviewed NMS, March 1993 : Rated 93% 
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ORDER FORM 

I enclose a cheque / postal order for 


! £.made payable to 



j Emap Images Ltd. 

i 




i Tiny Toons : source code TTA 


£24.99 

□ 

j Batman Returns : source code BR 

IE49-332: 

£24.99 

□ 

! Pop N Twinbee : source code PT 


£24.99 

□ 

[ Cybernator : source code C 


£24.99 

□ 

! Sunset Riders : source code SR 


£24.99 

□ 


Name 


i Address 




Post Code 
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NINTENDO KID - A TRUE STORY 



Alt was hard to tell who was the more excited at the prospect 
of setting foot through the doors of Nintendo of America. Alan 
lost his tongue. Paul lost his head. The tour guide was a Chief 
Counsellor named Greg. He knew everything there was to 
know about everything and proceeded to let everyone in on a 
few trade secrets... 




Last month software developers and gen¬ 
erally quite wealthy people Mindscape - 
whose 'Valdisere' for the Super NES is 
reviewed this issue - took an extremely 
lucky NMS reader named Alan Samuels 
along with his favourite Mum for a trip to 
Seattle, America. It wasn't to hear 
Nirvana instrumentals, nor was it to see 
Ken Griffey Jr hit home runs at the King 
Dome, though they did that too. No, the 
real reason Alan, his bestest Mum and 
Mindscape honchos James and Jessica 
earned themselves so many air miles 
was to visit Nintendo of America, whose 
headquarters are found in that part of 
the world - with the aid of a Warp 
Whistle and Nightmare Key. 

Somehow Paul Davies managed to get 
in on the act too - a visit to Nintendo 
being one of his sad little life's ambi¬ 
tions. What follows is the most believ¬ 
able account of the adventures Paul 
claims to have had when he wasn't din¬ 
ing with Kirby or scaling mountains 
with Link. But he did go to Cafe Mario, 
right! He did! 


ABefore anyone 
can even think 
about becoming a 
games counsellor 
for Nintendo of 
America they have 
to undergo an 
intensive, four- 
week training 
course. A room the 
size of a typical 
English classroom is 
decked out with 
personal computers 
and Nintendo con¬ 
soles - one for each 
new recruit. On the 
week of Alan's visit, 
trainees had Zelda 
Ill's many secrets to 
absorb. It is the 
most asked about 
game at this 
moment in time. 
Greg related all this 
with steely calm. 


Nintendo 

OF AMERICA INC. 


AGreg showed everybody the 
colossal range of Nintendo mer¬ 
chandise available in the US before 
leading the posse onwards to pull 
faces at the games counsellors. 

















AAt lunchtime Greg treated everyone to a meal at Cafe Mario - Nintendo of 
America's equivalent of a works canteen. Everyone, even the executives, eat here 
Paul dropped spaghetti down his front whilst Alan terrorised his burger. Bonny 
chatted happily away with Greg about Alan's future with Nintendo. 
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Before the NHS gets underway we'd like to apologise for not naming Jimmy Geddes' as the 
prize winner for his Mario Kart cheat. Sorry Ian. Now, to business! Each month the NHS pre¬ 
sents the supplier of the section's hottest tip with two Konami games of his/ her choice. 

Konami produce some amazing titles, so the opportunity of claiming two for the price of a 
postage stamp is unbelievable! 

The NHS is now looking for inventive small tactics to compliment the usual stuff, so any sure¬ 
fire methods of defeating certain sections of popular games are in line for the software prize 
too. Every player has some gaming secret they're not telling, but what's the use in that? C'mon 
- out with it you fools! 

Send all top-secret information to: CORRUPT? MOI? NHS, NMS, PRIORY COURT, 30-32 
FARRINGDON LANE, LONDON EC1R 3AU. 


EASY GOAL 

FIFA SOCCER 


SUPER RES 


★ ★ 


MAX POWER UP 

SUPER ROMRER MAM H 


SUPER RES 


★ ★ ★ 



KONAMI 


Christopher Lewis says cheats do prosper and 
stakes his claim with this goal-scoring tactic 
for EA's FIFA Soccer. When the opposing 
goalie has the ball, position a player approxi¬ 
mately two centimetres away from where you 
expect the keeper to kick the ball. Charge the 
shot bar and wait. Usually the gormless 
goalie boots the ball straight at your player's 
chest enabling you to perform a flying header 
or screaming volley right into the back of the 
net! 


SECRET OPTIONS 

FIFA SOCCER 


SUPER RES 


★ ★ ★ 


To complete the list of FIFA International 
Soccer cheats started last month, Kevin 
McElroy from Scotland has these three new 
codes. All are inputted on the option screen. 
Dream Team: A, A, B, B, Y, Y, X, X. 

Curve Ball: B, A, R, B, Y, L. 

Super Goalie: A, A, A, A, A, Y, Y, Y, Y, Y. 



(ABOVE) W hat a lovely options screen this is. I tell 
you , if somebody asked me to design an options 
screen I'd want it to look just like this. Yes I would. 
It's lovely. Reeeally nice. Yep. Nice. Can I go now? 


It's difficult to say Roland Mawlabaux's sur¬ 
name without thinking there's something 
wrong with your mouth! Either that or appear 
to be imitating a Goldfish. No matter, this 
cheat he faxed us is excellent: Enter 1111 as 
the password to start the game with seven 
bombs, maximum explosive power and a det¬ 
onator. 




And so it was written (LEFT), the number of 
the Bang Monster was 1111, and, lo, when 
the number of the Bang Monster was divulged 
to all the nations of the world, things started 
getting pretty exciting for Super Bomber Man 
players (ABOVE, BELOW) 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 

















































































































There are many 1 -Up loops in Sky Blazer and 
A Nonny Mouse from Homerton has discov¬ 
ered one of them. When ascending the Tower 
of the Tarolisk Sky discovers an extra life in 
the first door he comes to. The Comet Flash is 
needed to obtain it. Each time Sky leaves 
then re-enters this room the life is restored to 
its original position. Repeat this process many 
times to gain the maximum of 99 lives! 


We're surprised to learn of a new, or long- 
forgotten, tip for Super Tennis this month! By 
following Dominic McDonnell's guidance it's 
possible to view all the players' statistics: 
During any match press SELECT then R, R, 
LEFT, DOWN, B, A, L, L on control-pad two. 
The sound of applause is heard at which 
point pressing button A or B on control-pad 
one causes four rows of eight characters to 
appear, and these are the players' stats. 
What's more it's OK to mess around with the 
figures and custom-build your own player; 
with 0 being the lowest possible rating and F 
the highest. 


99 LIVES 

SKY BLAZER 


SUPER NES 


CHANGE PLAYER STATISTICS 


SUPER TENNIS 
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I LEVEL SELECT 

BATTLETDS/DBLE DRAGON 


SUPER RES 


★ ★ 


Here's one to keep handy for when the game 
is released officially later this year. It's a level 
select from D Melbye of Poppleton (!) and it's 
accessed from the character-selection screen. 
On control-pad one press UP, DOWN, 
DOWN, UP, X, B, Y, A and START. The 'toads 
now enter a Mega Warp. 


SECRET POWER-UPS 

WOLFENSTEIN 3D 


SUPER NES 


★ ★ ★ 


Yes it's disgusting, but Wolfenstein 3D is very 
popular and extra tough! M Harrow has 
cheats to make life easier for BJ. When 
switching on the Super NES press and hold 
the R button on control-pad two and release 
it when the title screen appears. Now it's pos¬ 
sible to access four cheats from control-pad 
one when the game is paused: 

All weapons power-up: R, UP, B, A. 
Invincibility: B, UP, B, A. 

Entire level map: A, A, UP, B. 

Exit level: UP, B, R, B. 
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LEVEL CODES 

MONSTER MAX 


GAME BOY 


ENDLESS POWER-UPS 

CASTLEVANIA M 


Now here's a man with rocking good taste! 
Claudio Di Petrillo from Turners Hill in West 
Sussex has played Monster Max so much he's 
now able to share codes that access all areas! 
Level Two: -LNRXM9 
Level Three: V?259JQX 
Level Four: -8BHMT#1 
Level Five: *Z!?49KV 


COOL GENIE TACTIC 

ZELDA-UNKS AWAKENING 


GAME BOY 


★ ★ ★ 


The Genie boss of Bottle Grotto is more easily 
defeated by Link tossing its bottle onto one of 
the fires. According to Stephen Longridge this 
shatters the bottle first time and saves throw¬ 
ing the cursed container repeatedly against 
the wall. Clever, eh! 


BONUS BOOST 



GAME BOY 


★ ★ 


Providing Bart still has three lives remaining 
on Captain Murdock's Skateboard Bash, he 
stands a chance of increasing his bonus 
points. Ian Young from Surrey says that hit¬ 
ting the Juggernaut is not the best tactic, 
instead have Bart jump the big bloke being 
sure to land back on his board. Do this twice 
and instead of receiving $5230 Bart earns 
$7210 


(LEFT) 'Haha! Do your worst, evil guards! With this 
cheat bullets bounce off my chest! And I have all the 
weapons in the world! And a full map! Now, if only I 
had a good game... 


The mysterious Claudio Di Petrillo ventures 
forth onto the pages of the NHS with this 
cheat for extra power-ups on Castlevania III. 
On the first level have Simon Belmont collect 
all the power-up pods he can, making sure 
not to miss the 1 -Up at the beginning. Use 
them to increase his speed and missile stock. 
Now let the time run out. So long as Simon 
ensures the collection of the 1 -Up each time, 
repeatedly visiting the first stage rewards him 
with maximum power-ups in quite a short 
time. 



Kevin Diggins from Surrey takes Mega Man 
straight to his confrontation with Dr Cossack, 
who's castle is the final obstacle between 
Mega Man and Dr Wily. Once there use 
Mega Man's Mega Buster to blow up the big 
ship then direct the Pharaoh Fireball at the 
Space Ship. First enter this pass-code: 
A1,A4, B5, E2, FI, F3. 


I LEVEL SELECT 

SKATEORDTEH 


NES 


★ ★ 


There is a stage select accessed in SOD II by 
starting the game with two controllers and 
pressing START, A, SELECT and B on control- 
pad two. Push right to visit the Mall, left to 
surf on the Beach or up for a trip to the 
Planet. Hey, Claudio Di Petrillo we like you! 
Care for some free Konami games? Give us a 
call. 



Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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you'll never REACH THE END 


"the greatest 
game of the 
yea r . . . " 

- GB Ac t i on 


96 % 

Super Gamer 


"the most 
cha L Lenging 
game on the 
Gameboy ever" 
- Gamesmaster 


C O L O S S A 


M M E N S E H U 


"the perfect 
game for the 
Gameboy" 

- TOTAL 


MON 





MAM 


"simply the 
best Gameboy 
title ever" 
- Super Gamer 


D O U 



MON 


90 % 

TOTAL & NHS 



to get this FAR takes AGES 











































































































NINTENDO HELP SYSTEM 



As an intro to NMS' forth¬ 
coming definitive guide to 
Super Metroid (the game 
that between them, the 
NMS team have finished 26 
times since it came into the 
office), we present a guide 
to some of the expert tech¬ 
niques required to master 
this wondrous game. 


(ABOVE) These Etecoons moke 
the wall jump look easy, but it's 
actually one of the hardest tricks 
in the game to pull off and it 
requires tons of practice to mas¬ 
ter. Spin jump towards the wall, 
then a split-second after you hit it 
press the control pad in the oppo¬ 
site direction and hit the jump 
button again Do it right and 
Samus clings to the wall then 
springs off and up towards the 
opposite wall. 
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(LEFT) First look at this top-secret 
technique that completely restores 
all of Samus ' s energy tanks! This 
expert tactic only works under 
certain conditions: Samus must 
have 29 or fewer units of energy 
remaining, carry 10 or more 
Missiles , 10 or more Super 
Missiles and 11 or more Power 
Bombs. To use the Crystal Flash 
select the Power Bomb icon and 
Morph Samus into the ball. Next 
press and hold the L, R, and Shot 
buttons whilst holding down on 
the control pad. Now marvel as 
Samus is cocooned within a ball 
of light and all her energy is mag¬ 
ically restored! Incredible isn't it! 

(LEFT) Scale new heights with the 
smart turbo bomb manoeuvre 
which enables Samus to blast her 
way up to ledges that are impossi¬ 
ble to reach with her normal 
jumping ability. The manoeuvre 
involves Morphing, then dropping 
bombs at intervals, the resulting 
explosions then propel Samus 
upwards. This method is achieved 
by incredible manual dexterity 
and timing. Alternatively you con 
cheat and use a controller with a 
Turbo button. Whichever method 
you choose you are now able to 
gain access to those small tunnels 
and ledges that undoubtedly con¬ 
ceal some cool power ups. 


SECRETS OF SAMU 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 








(ABOVE) If straight-up isn't your'thing then utilise the powerful - 
Horizontal lump which speeds Samus through the c/fr cutting a swathe 
through walls and aliens as if they were butter. For horkpntal jumps do 
the same , then after stopping Samus and charging up, press left or right 
pad tap the jump button repeatedly . £ M 


(ABOVE) Secure the Speed Booster ancf a world of sonic jump frivolities 
opens before Samus’s eyes. The standard Rooster jump allows Samus to 
jump incredible distances straight up, breaking through rocks and ceil¬ 
ings until Samus strikes something more solid. To do a Booster jump use 
the Speed Booster to run at top speed and when Samus starts to flash 
push down, then jump. 


(ABOVE) Diagonal jumps are even easier as you just have to charge up 
then press the L or R buttons to shoot off in that direction. - 


H THEPOWi 


(ABOVE) As well as being able to launch projectiles of power, the four 
weapons you find can also be used to create mete localised, but more 
potent destruction with the Charge Beam attacks^ Go to the selection 
screen and activate the Charge Beam and one (^J^ Otherwgqpons 


to the game screen and select 
»u want to use a Charge Beam 
.leash the power! 


Stuck in a Nintendo qame? Call the official hints and tips Hotline on 0703 652222 
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Cheese Power 2 

With the X-Buster modificaton X can surround 
himself with a shield then lure reploids into its 
destructive field over and over again, thus col- 
lecing as many power-ups as he likes. 


Running Power-up 

Always keep X powered-up, even when run¬ 
ning. This way he cuts a swathe through the 
largest crowds of Sigma's troops with just one 
well timed blast of his X-Buster. 


Reploid Requirements 
Never lead X into a confrontation with 
Sigma's leading reploids without first regain¬ 
ing as much energy and special-weapon 
power as possible. Once the doors to their 
lairs are closed, there's no turning back! 


Cheese Power 

X exploits enemies who reappear shortly after 
being destroyed by means of a little back¬ 
tracking. By virtue of the game's quick forget 
system X is able to visit the same location 
many times and retrieve all the power-ups he 
needs. Yes it's a poor tactic, but it works! 


IX-PERTISE 

Before entering into the finer details of the 
game play, it's worth taking time out to con¬ 
sider X's vast array of techniques. His adven¬ 
ture is much less spectacular without knowl¬ 
edge of them. 

Power Jump 

X can jump greater greater distances with the 
aid of his dash move. There are loads of 
secret areas in the game which are only 
accessible using this technique. 
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Corner Jump 

With practice X can leap from walls and grab 
a corner to swing around overhangs and 
ledges. 



A new title has joined the library of classic Super NES titles. 
It is, of course, Mega Man X and this established hero’s new 
adventure has astounded NMS! The many domains of Sigma 
hide many secrets, some of which are concealed whereas 
other more obvious items are impossible to reach without 
the necessary skill. 

NMS wants players to enjoy playing Mega Man X as much as 
possible. So the NHS now offers assistance to players as they 
guide Mega Man through each of the eight selectable areas, 
meeting with Sigma’s finest reploids and finally onwards to 
challenge Sigma himself. X-citing or what! 




(ABOVE) The once deadly lava has 
now been frozen allowing X to collect 
a heart container. 


By tackling each of the eight reploids in a specific order, X’s 
task is made much easier. After careful consideration NMS 
finds the following route is X’s best option. Just in case you 
don’t trust us, we include the reasons why! 


1 - FROZEN WASTES 

X chooses this stage first because 
it is here where an appointment 
with Dr Light rewards him with 
the all-important Acceleration 
System. They prove invaluable in 
the stages to come. 


2 - INCINERATOR COMPLEX 
Once Chill Penguin is defeated X 
discovers that the Incinerator 
Complex is completely frozen 
over! This allows him to walk in 
safety over lava beds which oth¬ 
erwise prove lethal! 


3 - FROZEN WASTES II 

X returns to the Wastes and by using the Fire Wave 
is able to claim a hidden heart capsule. See 'X- 
Tensions.' 

4-JURBASE 

Storm Eagle's roost is unchanging - nothing X does 
can affect the Air Base's nature. However useful 
power-ups are discovered here with the aid of 
Mammoth's Fire Wave. This is X's earliest opportu¬ 
nity to grab hold of them. 
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X-TENSIONS 


5-INCINERATOR 
COMPLEXII 

Both the X-Buster charger and a 
Reserve Energy Tank are avail¬ 
able to X now. See 'X-Tensions.' 


8-TECHNO TOWER 

There's actually nothing outstanding in this area 
except for Boomer Kuwanger's adaptable 
Boomerang Cutter which is essential for the subse¬ 
quent stages. 


7-MAVERICK MINES 

X's acquisition of the Electric 
Spark means trouble for 
Armoured Armadillo - the 
Maverick Reploid responsible for 
Sigma's mines. Aided by the spe¬ 
cial power-up located in the 
Power Station (see 'X-tensions') X 
is given access to special power- 
ups here. 


12-MECH WOODS 

The last of the eight selectable stages. A Heart 
Tank, located mid-way through the woods, is acces¬ 
sible because of the floods. Homing Torpedoes 
gained from Launch Octopus have Sigma's forces 
rattling their rivets in fear! X also claims his armour 
replacement from this area (see X-Tensions.) 


9 - TECNO TOWER II 

No sooner has X defeated Boomer than he's 
returned to exume every last piece of hardware 
from Tecno Tower. See 'X-Tensions.' 

10-POWER STATION II 

An all important Reserve Tank and a heart capsule 
are available to X now he has the Boomerang 
Cutter. See 'X-Tensions.' 

11 - UNDERWATER BASE 

Kuwanger's Boomerang Cutter makes X's sub-aqua 
assault much less of a struggle, as the curved pro¬ 
jectiles take care of many enemies with one attack. 
However it's best for him to tackle Launch Octopus 
before Sting Chameleon as his destruction results in 
Mech Woods being flooded. 


6-POWER STATION 

For some reason Storm Eagle's 
downfall induces a short circuit in 
Spark Mandrill's Power Station. 
Consequently X is free to jog 
wherever he likes without fear of 
being electrocuted. Use of the 
Fire Wave reveals something very 
special in this area. See 'X-ten- 
sions.' 


Nothing escapes X's light-intensified vision! 
Why, he even makes the Hubble Telescope 
seem short-sighted by comparison. 
Unfortunately for him, most players don't 
share this ability and he is likely to miss many 
important items without the proper guidance. 
So here it is: 


Incinerator Complex 

In the room patrolled by the worker reploids - 
the ones with the picks - X climbs to the top- 
left of the complex and busts a hole through 
the wall. On the other side is the Reserve 
Tank. 


Air Base 


The Air Base Control Tower hides the second 
Reserve Tank. X uses a gun-turret pillar to lift 
him up there, then after smashing all the win¬ 
dows he gains entry and claims his prize. 


Power Station 


A Reserve Tank lies beyond a partition in the 
Power Station. X uses the Boomerang Cutters 
to bring it to him. Without the electric sparks 
coursing along the floor he may take as long 
as he wants to achieve this. 


Maverick Mines 


As X drops down into the mines he clings onto 
the wall and waits until the excavation mech 
grinds into the distance. Once it is out of the 
way X jumps down and to the left where a 
chamber hides the final Reserve Tank. 


RESERVE ENERGY TANKS 


Reserve Tanks bolster X’s supply of life energy, 
allowing him to carry on the fight for longer. 
These are absolutely vital to his success and 
every last one is needed - if only to boost his 
confidence - so here's where to find them. 
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X-TENSIONS 2 


HEART CONTAINERS 

Frozen Wastes 

Once X has the Fire Wave working for him he 
returns to the Frozen Wastes and sets about 
incinerating some of the squat buildings found 
there; one of which contains a heart capsule. 



Incinerator Complex 

Once the lava beds are frozen over it's no 
trouble for X to retrieve the heart capsule nes¬ 
tled in a far corner and beneath the lowest 
platform of one of the early rooms. 


Air Base 

Before X infiltrates Storm Eagle's stronghold 
he retrieves a heart capsule from a ledge far 
above him - use the Power Jump technique to 
launch X onto the ledge from a nearby lift. 




Power Station 

Kuwanger's Boomerang Cutter enables X to 
snatch the heart capsule from this stage. 



Maverick Mines 

Again, the Boomerang Cutter is the key to 
retrieving the heart capsule in the mines. 
Otherwise X has the chance of reaching it 
with a Power Jump should he destroy the 
excavation mech before it tears away the 
rock. 




Eight Maverick Reploids are hungry to meet with X in battle - 
they long to serve their master well. Sigma has created each 
one with specific abilities intended to outwit X. However, 
with the right weapon and the necessary tactics, X need not 
worry. Read and learn... 


Gam 


(ABOVE) The ice penguins move when 
the wind blows so hop out of the way. 


THE FIRST BOSS 
The simplest of tactics will finish 
off the Chill Penguin. Keep X on 
the walls whilst powering up 
then, when there’s an opening, 
jump off and fire! 


(ABOVE) The Chill Penguin can unlease an icy wind when it 
attaches itself to the hook on the ceiling. This wind will 
knock X off the wall so be ready to shoot the Penguin as 
soon as it leaps. 


(ABOVE) A nod from Pengo indicates 
his imminent ram attack. Use the wall 
to avoid being hit. 


(ABOVE) It's best to stay away from the centre of the screen 
but should one of the Chill Penguin's mighty leaps look like¬ 
ly to hit you just slide underneath for safety. 




THE SECOND BOSS 

The Flame Mammoth is quite slow but watch out for 
it’s massive jumps which shake the floor. Time a 
leap to coincide with it’s landing and let rip with the 
X-Buster. 


(ABOVE) Keep your distance and 
shoot the Mammoth with charged X- 
Buster blasts to the cods! 

(BELOW) Accelerated leap to safety! 


bill 
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HEART CONTAINERS CONTINUED 

Techno Tower 

Much to Boomer Kuwanger's annoyance, X 
revisits his tower directly after stealing the 
Boomerang Cutter with the express purpose 
of retrieving the heart capsule found there. 


Underwater Base 

After sinking the submarine - sounds silly but 
such a thing can happen - X falls into the 
depths with it, crashing through the sea bed 
as they go. Down here X battles the mech ser¬ 
pent after which he accesses a room contain¬ 
ing the heart capsule. 


Mech Woods 

Only when the underground caverns are 
flooded is the heart capsule available to X. An 
accelerated jump will carry X to where the 
capsule is resting. 


(ABOVE) Every so often the Storm Eagle will call upon his 
bird chums for assistance. They can be destroyed but it's 
safer to just avoid them whilst charging the X-Buster. 


THE FIFTH BOSS 

After his protective shell is gone there's no hope for 
Armoured Armadillo! A succession of blasts from 
whichever weapon takes X's fancy makes this 
wretch wish he'd never got involved with Sigma! 


(ABOVE) Like most of Sigma's 
Reploid's it is best to charge up the X- 
Buster while you avoid their attacks 
then fire when you see an opening. 


(ABOVE) Without the Ice Shotgun you'd be in for a tough 
time against the Spark Mandrill. Luckily for us we've come 
fully equipped and a few icy blasts will freeze the Reploid in 
it's tracks. 


(BELOW) Armadillo's armoured shell proves to be quite an 
annoyance but several shots from your Electric spark 
attachment will blow the Reploid's hide clean off! 


THE FOURTH BOSS 

Poor Spark, he's really quite feeble at the best of 
times when compared to the other bosses. Once 
frozen he's rendered completely defenceless! 


(ABOVE) The Storm Eagle's powerful Tornado will blow X 
off the edge of the ship if you're not careful so use 
Accelerated Dash power to hold your ground. Don't forget 
to keep blasting at all times! 


(ABOVE) Armadillo starts its assault by 
springing off the walls. Whilst spinning 
the Reploid is invincible so just avoid it 
untill it stops. 


THE THIRD BOSS 

Storm Eagle follows a strict rou¬ 
tine, making it easy for Mega 
Man to defeat him. It doesn't 
take long for X to clip his wings 
at all! 


(ABOVE) When the Storm Eagle dives 
just jump up and around to avoid it. 
It's best to stay in one spot as it is 
harder to dodge when you're moving 
towards it. 
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X-TENSIONS 3 


ACCELERA TION SYSTEM 

X encounters Dr Light as a matter of course in 
the Frozen Wastes. Use the Acceleration 
System to achieve maximum speed. X is also 
able to leap twice the normal distance. 


POWER HELMET - AIR BASE 
In the central area of the Air Base, at the bot¬ 
tom of the scaffolding tower, Dr Light resides 
behind a wall of gas canisters. Fire Wave is 
best employed here to open a route through 
to the Doc and his capsule. 



BODY ARMOUR - MECH WOODS 
If X climbs the wall above the cave entrance 
he's confronted with a mining mech! Aiee! No 
worries, though, because the mech is quite 
dim and easily exhausted .Once X proves vic¬ 
torious, Dr Light and capsule materialise to 
provide the Body Armour - improving the 
resilience of Xs protective layer by 50%! 



X-BUSTER - INCINERATOR COMPLEX 

Aided by the Accelerator Boots and Power 
Helmet, X crashes through the ceiling and 
climbs the wall where the breakable blocks 
are visible. Now he is able to make use of all 
the super special techniques for each weapon 
without having to wait till he receives them 
from Sigma at the end of the game! 




THE SIXTH BOSS 

Boomer's quicker than... a very 
quick thing, forcing X to dash 
about like a mad-reploid! So 
long as X keeps cool victory is his 
for the taking! 



(ABOVE) Boomer can't jump but can 
move quickly on the ground. Clinging 
onto the walls offers some protection 
but watch out for the Reploids head 
boomerangs. 

(RIGHT) Most weapons will damage 
Boomer but the X-buster is the most 
effective. When the Reploid is low on 
energy it will start to teleport around 
the room. When this happens stay in 
the centre and shoot either left or 
right as Boomer materialises. 


(ABOVE) Boomer's most devastating attack is its head ram 
but the Reploid needs to be close to do it so keep moving 
from wall to wall using accelerated leaps to avoid him. 




THE SEVENTH BOSS 

X still has Launch's rockets to 
contend with even after its arms 
are torn off. Shoot these, as 
avoiding them is very tricky! 


(ABOVE) This Reploid's missile attacks come thick and fast 
so to make life easier remove his rocket tentacles with the 
Boomerang Cutter. 
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(ABOVE) Once it's tentacles are 
destroyed switch to wide range 
weapons like the Storm Tornado or 
full power X-Buster blasts that take out 
the remaining rockets as well as hit¬ 
ting the Reploid. 


(BELOW) Once you've run out of mis¬ 
siles it's best to use the good ol' X- 
Buster as the Chameleon hangs from 
the ceiling. The Reploid will drop after 
several hits so make sure you're 
nowhere near when it does. 



THE EIGHT BOSS 

The Sting Chameleon has a lethal tongue so firing 
missiles from a distance is your best attack at first. 
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AH eight bosses encountered by X are waiting 
to battle Mm again in the ninth, final stage of 
his mission. With the mystical fireball attack in 
his posesskm they don't stand a chance! (See 
last month's NMS for details of the firebaifs 
location. J Theta are also seven new bosses for 
X to contend with. It certainly isn't over yet! 



BOSP9DER 

Predicting Bospider's path is easy. X then waits till it 
hits the bottom of the screen before attacking. Baby 
Bos are troublesome but easily cleared. 



RANG DA DANG DA 

This battle takes place above a spiked pit. Blast 
Rangda's eyeballs, the colour of which indicate the 
type of weapon best suited to the job. X clings to 
the walls and blows Rangda's nose away for him! 



D-REX 

Only the top half of D-Rex is susceptible to damage. 
X uses accelerator leaps to avoid being crushed and 
cowers in the top left-hand cormer to avoid D-Rex‘s 
power ball. 



SIGMA AT LAST 

There's more to this maverick than meets 
the scanners. Ensure X is fully powered-up 
here because there's no turning back! 
Sigma transforms three times before 
surrendering to X's superior skills... 



VELGAUDER ATTACKS 


X clings to the walls, making use of his 
homing missiles. When Velgauder leaps 
towards him, he jumps down and attacks 
with the Storm Tornado. Don't worry about 
wasting missiles; X has no need for them 
later. 



SIGMA'S SWORD 

Use the Chameleon Sting to make X invin¬ 
cible, then attack! Walls create enough 
distance for X to power up again in safety. 



SIGMA'S DEAD? 

X uses Mandrill's spark to hurt Sigma. He 
lures Sigma into giving chase by climbing 
the walls. X fires and quickly falls to safety. 
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SIGMA 'S FINAL FORM 

Only the X-Buster is effective against Sigma in his final form. Use the spiked platforms to 
elevate X into the best attacking position, then aim for Sigma's head. The platforms 
become electrically charged when they reach full height. X jumps off and Sigma lets rip 
with a stream of bullets from the giant mech's mouth. Dash to avoid them! X can best 
anticipate the path of Sigma's fiery breath by standing in the centre of the room. 
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T he truth is finally out! After a couple of 
years of speculation on Nintendo releas¬ 
ing a colour version of the Game Boy, 
Nintendo handed us the first finished article 
this month. Contrary to the initial rumours. 
Super Game Boy is not a new handheld with a 
colour screen at all, but a plug-in cartridge 
adaptor which lets players run their Game Boy 
titles on a Super NES and watch the action on 
a TV screen rather than the three-inch LCD 
display. Is that all? Well, not quite! 


FRAMES 

Puts a frame around the 
outside of the simulated 
GB screen. 

The Super Game Boy recre¬ 
ates the standard GB screen 
dimensions, displaying the 
action centre-screen and 
leaving a blank area around 
the outside. There are nine 
pre-set frames you can fill 
this space with, and you can 
even create your own with 
the Border Paintbox. Colour- 
programmed games also 
come with their own border 
(Donkey Kong's is a recre¬ 
ation of the screen surround 
decal from the coin-op!), but 
older games can look just as 
tarty with the selection pro¬ 
grammed into the Super 
Game Boy. 

Oh, and if you leave them 
for long enough, the frames 
sometimes seem to come to 
life. Check out the You've 
Been Framed box. 


Prior to the release of the Super Game Boy all GB 
titles have been programmed to use the four 
colours on the Game Boy screen (clear, light grey, 
dark grey and black). All these games can be 
played on the Super Game Boy, but instead of 
everything appearing in monochrome, the player 
can assign any of 256 colours to each regular 
Game Boy shade using simple menus. 


Also, from now on, all Game Boy titles will be pro¬ 
grammed to make use of the new colour features. 
They'll still be playable on a regular GB, of course, 
but the graphics will appear in the standard grey 
scale. Plug the cart into the Super Game Boy, 
though, and the sprites and backgrounds will be 
displayed in full colour! All 256 colours can be used 
on static screens, such as titles and between-levels 
score sheets, and a palette of 12 can be used on 
moving game screens. 


And there's more. Because the Game Boy has a 
fairly small screen (in terms of pixels as well as 
inches), when GB games are displayed on a TV 
screen the action is shown in a window in the cen¬ 
tre of the screen. Rather than having a big blank 
space around the outside, the Super Game Boy lets 
you surround the game with one of eight built-in 
frame designs, and even design your own. Also, 
one of the other features of future Game Boy 
releases will be that they have their own frame 
design encoded into the cartridge so that as soon 
as the game begins it automatically selects appears 
inside its own surround. 


And there's even a little bit MORE to the Super 
Game Boy! As well as adding graphical enhance¬ 
ments to Game Boy titles, it even has the facility to 
produce better sounds. Plug the new Donkey Kong 
'94 into o regular Game Boy and Maria just 
squeaks when Kong grabs her, but stick the car¬ 
tridge in Super Game Boy and she starts crying for 
He-elp!' in her little sampled voice! 


Switches between four palette banks 
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Palette select buttons 


Game’s built-in palette 


Use palette created in palette setup 
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Assign a four-colour palette to the GB's 
four shades of grey. 

The graphics in all Game Boy games are 
designed to use the four shades of grey avail¬ 
able on the hand-held's LCD screen, so pixels 
can be black, dark grey, light grey and clear 
'white'. The Super Game Boy lets you assign 
any of 256 colours to each of those shades, so 
all dark grey pixels can be fixed to show up as 
pale mauve and you can set all the white pixels 
to come out in canary yellow - if you're com¬ 
pletely colour blind. 

If you ARE completely colour blind, or you can't 
be bothered tinkering with the Palette Setup 
menu, there are 32 pre-defined colour palettes 
available here, some of which are retina-bust- 
ingly garish, some of which give a game the 
standard Game Boy single-colourwash. 
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Pick a colour 


Marker 


Undo 

last 

command 


Start your game, and when you fancy changing the scenery, press the 
L and R buttons on the Super NES joypad to make the Super Game 
Boy menu bar appear at the bottom of the screen. 


Crayon Rub-out tool 


Lighten 

Mixing jars 

Darken 


Draw on border only 

Draw on whole screen 
Undo the last bit of drawing 


Freeze 


A mini Mario Paint, which 
lets you create your own 
borders and draw on the 


Clear your drawing 


Assigns GB button functions to Super NES 
joypad buttons. 

The GB has two buttons, the Super NES con¬ 
troller has six. This menu lets you assign the 
functions of the two GB buttons to the A, B and 
Y buttons of the Super NES pad. The X button is 
always set aside as a colour palette toggle, 
allowing you to switch between the game's 
built-in palette or the user-defined one while 
you're playing. 


screen 


Password 


Current shade of 
the selected colour 


Lets you fool around with your chosen 
palette. 

None of the pre-defined palettes takes your 
fancy, eh? Well why not create your own? Dip 
the finger-cursor into one of the paint pots, 
then move it to one of the four mixing jars to 
change a colour. If it's too dark, click on the 
whitener above the jar. If it's too light, click on 
the darkener below. Simple. When you've 
decided on your favourite combination for a 
particular game note down the lengthy pass¬ 
word at the top of the screen, then next time 
you play you can enter the code and exactly 
recreate the palette you created. 

Note that colour-programmed games such as 
Donkey Kong '94 use a palette of more than 
four colours, but you can still only change four 
of them. 


Draw your own border, or 
scribble over the screen. This 
option is kind of limited as 
the drawing tools are very 
crude and you don't get 
much space to work in any¬ 
way. Select any of the twelve 
colours on show, then draw 
in the border using either a 
thin crayon or a thick mark¬ 
er. Controlling the pens with 
the joypad feels super-clum¬ 
sy so you usually end up with 
something that looks like a 
nursery school finger paints 
production. Apparently some 
of the guys at the Nintendo 
Helpline find it useful for 
making marks around the 
edges of the screen to 
remind them where they 
should jump or fire in certain 
games. Hmm. 

If you're feeling reckless you 
can also scribble across the 
full screen, though this cov¬ 
ers up the action so it's not 
that useful. Putting Wario in 
a dress was quite funny, 
though. 
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play old games in link-up i 
would have been room on 
side, but alas that wouldn' 
Boy cartridge would have I 
simultaneously, which wot 
of equipment. And in case 
link up two Super Game B 
All is not lost, though. Futi 
compatible with the Multi- 
simultaneously on a single 
Soft's Bomber Man, which 


Sometimes if you leave a 
game doing nothing for long 
enough, the frame comes to 

life! The cats on the Lazy Cat frame come to life and run off the 
screen. Night falls on the Country Cottage screen and the occupier 
of the cottage switches on his lights as it gets dark, then switches 
them off again when he goes to bed. The lights go up in the cine¬ 
ma, and a lady in the front row starts putting on her lipstick, while 
the man next to her gets out his newspaper and the two kids on the 
end start a Game Boy link-up competition. It's almost worth stop¬ 
ping your game just to see what goes on! The Surreal 
Windows border is full of surprises! 
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No doubt the fact that the Super Game Boy isn't 
what most people expected is going to cause some 
tffeappaintment. There's no denying that a new 
Colour hand-held would have been a lot more 
exciting than a Game Boy converter for the Super 
NES, and at first glance Super Game Boy appears 
to be a bit pointless. Would it be worth £50 to 
someone who didn t already own a stack of Game 
Boy titles? Probably not. 

You will get a bit more out of your old Game Boy 
games, but not that much. The colour option 
doesn t actually amount to a great deal, because 
adding colours to standard Game Boy titles (which 
rely on strong gameplay more than graphics) usual¬ 
ly doesn't result in a massive improvement, and the 
games we've seen aren't as colourful as simi¬ 
lar ones running on a NES. And of course, 
let's not forget that the point of being 
into Game Boy is that you can play the 
games wherever you go. 

HOWEVER (and this is a big 'HOWEVER'), 
f if you're one of the many Game Boy 

nuts who finds themselves 
more often than not playing 
AT HOME, jiggling around 
in your seat because you 

, ,,., can't get the light to fall on 

the screen properly, and 
getting splatted by some 
|| blurred monster, Super Game Boy is 

a boon. The problems of not 
r being able to see what's going 

on are a thing of the past, and 
probably the Super Game Boy's 
best practical feature is that it 
makes all Game Boy games more 
’"" h. . . comfortable to play when you're 

NOT on the move. 

fcfcv it's Q l so f rue that Super Game Boy 

does broaden a Super NES 
\ owner's game-playing options, 

\ anc * no * f°rget that there 
are a lot of excellent GB ^ 

,- Awakening - it's a long list, and 

all those titles are about half the 

■ price of most Super NES titles. 

And there are a lot of terrific 
games to come too. Check out 
the following pages for pre- 
«-1 pifpgT" views of upcoming Super 

Game Boy releases. 

a 5* 1 : y ^ If you're exclusively a Super 

Nintendo ™ NES * an Super Game Boy 

ie gam#, £homs ^ probably won't have you^ ^ 

9 Mortal Kombot II or some other hot 

new 16 bit title. But, definitely, if you are a 


★Mr*troid II by Nintendo - 
Samus the evil of 

Mother Bmm ift tremen 
dous platform ^Mfeture. 


BSfend by Nintendo ^ 
$ arch enemy is the st< 


wNi get one free. They'd lik< 
to throw ht the excellent 
Dontcey Konif^P*, but the 
extra costs could prove pro¬ 
hibitive and could push the 
retail price of the Super GB 
up. However, if they could 
bung in the game and keep 
the price at £50, Super Gan 
% Boy would be a major bdfcw 
^ gain and would put paid to 
semi-tempted punters' 
umming and ahhing. 


NOW TURN THE PAGE TO CHECK OUT THE EXCLUSIVE 
REVIEW OF DONKEY KONG 94, AND SNEAKY PEEKS A 
HOTTEST FORTHCOMING SUPER GAME BOY TITLES! 


























(GAME BOY 


(RIGHT) DOUBLE 
KABOOMA! 
Bomber Man 
unleashes the 
power of two 
mighty explo¬ 
sives, smashing 
rocky walls and 
exposing more 
power-ups , all 
while an appre¬ 
ciative crowd 
look on. 


Now the Super Game Boy is on its way, Super NES own¬ 
ers have another Bomber Man game to get really excited 
about - Bomber Man GB! Many of the classic features are 
included, but otherwise it’s a completely new Bomber 
Man adventure! 


Yes Bomber Man GB is a / m 
four-player game! So Mk I 

with a Super NES multi¬ 
tap adaptor and three 
mates, four can compete using 
the same cart. Brilliant! 


(ABOVE) As in 
the other Bomber 
Man games ;, col¬ 
lecting icons 
bestows extra 
bombing ability. 

If BM picks up 
these two he can 
plant an extra 
two bombs 
simultaneously. 


Mad Bomber and his minions 
have stolen five of Bomber Man's 
favourite powers! Only by 
defeating each one of them in 
turn can he win them all back. 

Bomber 

^ Qn J 1QS 

~~ Sf four 


new 

jr- special 

-- J jA-e —abilities 

that he is 
trying to 
reclaim; 
the most 

___o utsta n d - 
ing of 

which is 'Moto' - a tiny motorcy¬ 
cle. With this Bomber Man is able 
to jump obstacles. Other abilities 
include 'The Trouncer,' with 
which Bomber Man bounces the 
Mad Bombers and 'Dashin' to 
help him escape danger more 
quickly. 


that direct the 
path of the 
bombs when 
kicked - often 
right back at 
Bomber Man! 


The eight areas patrolled by 
Bomber Man are very dangerous, 
and it isn't just the Mad Bombers 
who pose a threat. As early as 
stage two obstacles such as Warp 
Holes come into play, transport¬ 
ing Bomber Man all over the 
screen and causing massive con¬ 
fusion! Arrow Zone has pointers 


The version of Bomber Man 
seen here is unfinished. By 
the time it is released in 
Japan this August things 
may well have improved 
some more. But this isn't 
the only amazing title Hudson 
Soft have planned for 
this year... 











































































































































' As a convict BC Kid 
can unlock doors leading to 
bonus rooms. ^ 




nouno 
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(GAMEBOY Mil 11111 


BC Kid, or Bonk as he is known in Japan, is loosening 
those gnarly neck-muscles of his for another prehistoric 
head-butting session on Game Boy - this time in colouri 


udson Soft's most dynamic characters, B< 
forious for literally using his head to sol 
ms; nutting practically everything with 
skull of his. 

loon-headed crazy cave-hopper 
get around tool Whereas most 
thought of dirt in their moi 
:hing on walls and ceilings for 

progress 


olved sir 
adventure, not 
least the special abilities he 
possesses. By chompir 
down on a dinosaur steak 
he now transforms ir' 
one of three dramatic per¬ 
sonalities: Gremlin, 

uth and Cc 


I 


Players have to 1 
before BC Kidf 
this country - he's 
you see. Ir 
could ah 
with a i 
Kid, rel< 


arrives in 
evolving 
me you 
urself 


* : 1X i 































































































































tJlii’M'l GAME BOY) 

As mentioned in the news last month, Bandai are devel¬ 
oping a Power Rangers game for the Game Boy. What we 
didn’t know then for sure but we do now is that Zach, 
Kimberly, Billy, Trini and Jason are all bound for Super 
Game Boy super stardom! 


(LEFT) Select 
your favourite 
Power Ranger - if 
you can recog¬ 
nise them. Poor 
Zach! 


Tl IiVIIORPHIIIiM 


The Power Rangers' strong identi 
ties are made possible through 
the colour of their uniforms, so 
irs lucky the Super Game Boy 
can account for this - otherwise 
they'd all be dubbed 'Yellowish- 
Green Ranger.' Bleugh. 

Of course the biggest deal when 
talking about Power Rangers is 
their amazing Dinozords. 
Whether it's Mastodon, Sabre- 
Tooth Tiger or Tyrannosaurus 


When the Megazord finally shows, it looks 
far better on Super Game Boy than in plain 
old blur-o-vision. Of course the game is no 
less enjoyable but the brighter colours make 
all the difference, especially where Power 
Rangers are concerned. 

Power Rangers are cheesy but cool, and NMS 
thinks they're excellent - well Paul does at 
least. They're getting hard to find in the shops 
- mainly because they've all sold out - but 
they're not so difficult to trace in NMS. Keep in 
touch with us to discover more of what Bandai 
have planned for this extra-special band of 
super heroes in the future. 


(&IGHT) Fire doesn't scare Jason , but 
| the thought of melting his prized 
nylon suit does. 


morph ,nOIV,eN/ !m 
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(LEFT) Morph 
out! Where's my 
sun glasses! 






























The front-end presentation 
of the Neo Geo original is 
imitated also. 




Samurai Shodown is a one-on- 
one beat 'em up, famed for its 
use of specialist hand-weapons 
and even pet animals to get / 

spectacular results. Yep, / 

there's both a hawk and a / 

dog accompanying two of the If 
game's most striking charac- / / ^ 
ters. / i 

Many of the twelve fighters 
compete with a variant of / jBmS _ 
the Samurai Sword. At / 

some stage during a / " 

bout the fighters come A *?? 

together and clash / 

swords, sparks fly and 
the strongest warrior 
forces the weaker opponent's 
weapon to the ground. The loser then 
has a very tough time of it trying to retrieve 
said weapon and much cussing and hang¬ 
ing of heads ensues. 

When Samurai Shodown finally arrives on 
Super Game Boy it's sure to create a major 
stir; not least because it is a two player 
game but mainly because it is so faithful to 
the original Neo Geo version in terms of 
game play. We look forward to this title with 
bated breath... 


NMS 


GAME BOY 


Otherwise known as Samurai Shodown, it seems a prac¬ 
tical impossibility to convert such an intense title over to 
the Game Boy - ‘Super’ or not Nevertheless the game is 
being prepared for release in October by Takara and is 
looking pretty astonishing... 


..Jt 


As you can see, Shodown on the Game Boy is beautifully presented. 
With all the game's heroes being transformed into child-like variations 
of the Neo Geo giants finer details are spared in order to convey the 
fast action more clearly. Takara adopt a similar approach with Fatal 
Fury II, which is already available in Japan. Works well doesn't it. 


































• BY: 

• PRICE: £24,99 

• RELEASE: UBFR 

% GAME TYPE: PLATFORM 
m CART SHE: 


% PLAYERS: 

• HEAD TO HEAD: 

• BATTERYBACKUP: Yes 

• CONTINUES: Infinite 

• OPTIONS: one 


• GAME ORIGIN: Kong and 

Mario reunited 

• GAME DIFFICULTY: 

• 1ST DAY SCORE: WO 

• ALTERNATIVES: 

Super Mario All-Stars 


• CONTROL oypad 

• RESPONSIVENESS: 


JUMP 


ACTION 


HATURIS 


CONTROLS 




T hat big old gorilla. Donkey Kong, has 
been biding his time since his arcade 
appearances all those years ago, and now 
he's decided to get his revenge on his old 
adversary, Mario, by kidnapping his girlfriend 
Pauline all over again! 

This recreation of the original hostage drama is 
complete in almost every detail. When played on 
the Super Game Boy there's even a representation 
of the original coin-op's cabinet. Nothing is missing, 
but there's plenty added: Nine completely new lev¬ 
els extend from the famous old building site and 
Mario is left chasing the irate primate through 
steamy jungles, icy wastes and across the wings of a 
mighty aircraft. 

Mario puzzles 


Smash barrels! Jump 


over an enormous 
array of the most fiendish problems 
ever devised by Nintendo, and is 
reunited with old friends as he 
steps out on a brand new platform 
- the Super Game Boy. 


JTUzTZJUTnT 


THRILLER GORILLA 


The game starts in familiar 
surroundings, with DK atop an 
arrangement of girders, throwing 
barrels down at Mario, and 
Pauline screaming for help at his 
side. Mario then moves on 
through the burning pie factory 
and an elevator level, until finally 
toppling the goofy ape from its 
perch by loosening plugs which 
release the girders and level the 
construction. 

A terrible surprise awaits Mario 
when he completes these original 
four coin-op stages. DK plunges 
from the top of the building all 
right, but just as Mario is about 
celebrate the big ape gets back 
up, kidnaps Pauline AGAIN and 
lumbers off into a whole new 
series of levels! 


(ABOVE) If only Kong were the one with the sore head! 
Sassin frassin rassin 'riller rasser frass! 
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THIS LOOI^S FAMILIAR - 
IS THIS ALL X HAVE TO PO? 
WHAT PO YOO MEAN 'NO/' 




of Donkey Kong 


PUSHING FOR TIME 


There are dozens of new areas designed to test both 
skill and thinking power all packed with DK's weirdo 
henchmen and crazy lever-pulling, switch related 
puzzles. In every new location Mario searches for a 
key to release Pauline from her prison cell. It isn't 
long before impossibly placed keys and even invisi¬ 
ble doors make this task very difficult indeed. 




(ABOVE) Keys are good hr knocking 
some of the pests from their posts too. 




(ABOVE) Oh 
c'mon Mario - 
This one's easy! 


(ABOVE) After clicking the switch Mario has only a short amount of time before 
the bridge vanishes into thin air! 


COMMENT 


To all intents and purposes, 
V| Donkey Kong '94 is the lat¬ 
est Mario game so it's des¬ 
tined to be a (Super) Game 
f r w- Boy classic! Playing on the 

. Super Game Boy you get 

cool colour graphics (of 
course), the odd sound 
enhancement and a screen 
PJNE/I surround which is a copy of 
f the original Donkey Kong 

coin-op screen decal too. But even if you're 
playing on the regular Game Boy, this is a 
wonderful piece of software and once 
you've started playing you won't stop until 
the batteries die. Magnify 'irresistible' by 
ten and you get some idea of how truly 
compelling Mario's new adventure is. Not 
only is it a great experience taking Mario 
through the game once it's just as much 
fun trying the whole thing over again with 
skills perfected from previous games. 
There's definitely a lot of scope for show¬ 
ing off. And with the 'Record' facility ensur¬ 
ing all the best performances are recorded 
for all to see, striving for perfection is an 
absolute must. If Nintendo decide to pack¬ 
age this with the Super Game Boy, their 
new unit is bound to be a big success! 
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(ABOVE) There's only one way across 
these spikes. 


(LEFT) Skilled use of the hammer opens 
many pathways. 


(ABOVE) The Chimp is always four strides ahead of Mario. 


COMMENT 


Under the 
/ ^ "V cover of a 

namesake 
W sneaks a 
^ r sturdy 

new 

PAUL D Mario 

r/,Wt U adventure 
for the Game Boy, and it's 
very, very clever indeed. 
Mario's not relying on 
mushroom power or spe¬ 
cial-purpose crazy suits to 
aid him this time. Instead 
he's a plumber-turned- 
acrobat! Early stages are 
confidently managed by 
most players but it isn't 
wise to become too cocky 
too soon, even with a 
healthy supply of extra 
lives in tow. There are 
some wicked puzzles to 
crack and it takes many 
attempts before finally 
getting it right. Like all 
the great games Donkey 
Kong '94 is relentless in 
its many challenges to the 
pride of games players 
who cannot face defeat. 
For every lucky break 
there's a dozen tortuous 
situations from which 
there seems no possible 
way out, then suddenly all 
becomes clear and the 
chase continues. 'That 
flippin' gorilla!' 'That stu¬ 
pid Mario!' 'How am I 
supposed to get out of 
this!' 'It's impossible!' 

Only it isn't. It's fun. 

Really fun - like a whole 
cart dedicated to the kind 
of problems presented in 
the Star Road of Super 
Mario World squeezed 
into a portable machine, 
made more spectacular 
through this cool new 
Super Game Boy hard¬ 
ware. And you thought 
The Lost Levels was 
tough... 


CATCH! 

Every fourth level Mario 
takes on DK himself. The 
big ape usually hurls bar 
rels at the courageous 
plumber who dodges 
them whilst attempting 
to grab one. Mario then 
lugs it to the top of 
the screen and lobs it 
right back at DK. 

Three hits and the monkey's out, 
but he soon gets up again to cart 
Pauline off somewhere else 
before Mario can steal her back. 
Goldarnit! 






STRETCH DUNGAREES 

Some of the puzzles are quite fiendish, but Mario has 
learned some moves to help him make sense of them. To 
add to his regular running and jumping skills, he can now 
perform super hand-springs. Likewise, you can get him out 
of impending danger with his new lofty back-flip move. For 
even more height, he can grab horizontal bars, swing 
around them faster and faster then fly off! There are also 
levels which require swimming and some that look just like 
stages from the classic 'Donkey Kong Jr,' complete with 
dangling vines and snappers. He's also learned to roll 
across the floor like a commando to soften big falls. 






CARRY ON KONG 


Players are offered three places to save Mario's 
place in the adventure. Use them! It's an 
extremely long haul through to the end of the 
game and, unless you're aiming for a place in 
the Guiness Book of records, better enjoyed in 
small doses. Brain strain is just about the worst 
thing that can happen to anybody. Ask Kong! 
















































































(ABOVE) Now, which direction do these lifts need to travel? 


mushrooms 


(BELOW) Swimming isn't going to help Mario here. 


MY PURSE! MY UMBRELLA! 



Donkey Kong is pretty rough 
with his hostages and carries 
Pauline around like a rag doll. 
Consequently she is forever los¬ 
ing her belongings: A hat, a 
purse and an umbrella. Mario is 
awarded bbnus^bmls 
retrieving tr^e^ and, should he 
colect them all, is transported to 
one of two bonus games at the 
end of each level. 


(ABOVE) Line-up the images on 
the tumblers of this fruit machine 
to win. 


Win up to three extra lives from the Wheel of 


Fortune. 
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STRATfCY 

ACTION 

CHAUTNCl 

Rtnms 

ORIGINALITY 
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BAY 

WITH 
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PR IS TNT ATI BN 


A bob great on the Game Boy 
on the Super Game Boy. Transform your TV 
into the Donkey Kong coin-op! Learn what to 
do from the funny intermission screens - there's 
no need to read the instruction manual at all. 
Perfect. 


BNAPHICS 


A All the humour and charisma of Mario is 
recreated. Amazing detail retains sharpness 
even when displayed through a TV. 

▼ Pity the game isn't displayed in full colour. 


SOBNO 


A Really great tunes that just won't leave 
your head and equally excellent sound effects 
that describe the action perfectly. 

▼ Not at all brilliant by Super NES standards. 


PIAYABIIITY 


A Monochrome or colour - who cares! Play 
this game on any machine and you're instant¬ 
ly hooked. Has the 'if that is so often missed. 

▼ You can't stop playing ftl 


lASTABUITY 


A Expect to see Donkey Kong '94 mentioned 
in years to come as one of the all-time greats. 
Another addition to the Mario institution 
requiring players to become amazingly skillful 
and show off a lot. 


BYtSAll 


Another Mario marvel to behold and 
become obsessed with. Buy if before it sells 
out, because it will you know! 
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CART SPEC 


™ COHTROIS 


► CONTROL: Joypad 
> RESPONSIVENESS: Sensitive 


(EMM) ve 


• BY: NINTENDO 

• PRICE: TBA 

• RELEASE: SEPTEMBER 

• GAME TYPE: RACING GAME 

• CART SIZE: I MEG 


Ft A Til RES 


• PLAYERS: 2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: N/A 

• OPTIONS: Four game styles 


> GAME ORIGIN: Monster trucks 

meet the FX chip 

• GAME DIFFICULTY: Medium 

• 1ST DAY SCORE: Become an 

expert 

• AL TERNA TIVES: Super Mario 
Kart, Nigel Mansell, FI Pole Position 


JUMP 

SPEED 

BOOST 


BRAKE 

REVERSE 

ACCELERATE 


L: HARD LEFT TURN 
R: HARD RIGHT TURN 

START: FREEZE ACTION 
SELECT: ADJUST VIEWPOINT 
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N intendo's Stunt Race FX is engineered to 
give the tired console motor-racing 
genre a much needed overhaul. It 
employs 3D to convince players of movement 
and is less a straight forward motor racing 
simulation, more a great excuse to burn rub¬ 
ber in all kinds of vehicles in all manner of 
hair-raising events. Speed trials, stunt driving 
and head to head competitions are billed 
alongside the most powerful road/ off-road 
racing simulation ever to tear it up on a home 
console. It's time to grit your teeth for an 
unforgettable experience. 


(ABOVE) The game sounds as great as it 
looks, and this ginormous Juggernaut 
shakes the room! 


(ABOVE) 4WD, Stunt Race FXs monster truck , 
bursts a balloon in the cool Stunt Trax mode! 
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three computer controlled cars. Initially a ! 
choice of two classes - Novice and Expert - is 
presented. Once a driver becomes more con¬ 
fident and proves capable of handling the 
Expert races the cart presents a whole new 
challenge in the form of an all new Master 
class. 4WD, Coupe and F-Type are the only 
cars willing to race these circuits at first, but 
2WD rises to the challenge 
once the _ _ 


3. Sunset Valley 

With skill it's possible to scream through this canyon at full 
speed. It's an incredible experience. A rock fall that occurs 
midway through the third lap can prove disastrous though! 

4. Night Owl 

Pulse rates soar when hurtling through the hairpin bend 
encountered under the city lights. It's a real hoot! 


5. King’s Forest 

Steering columns are placed under enormous strain as 
drivers struggle to maintain the perfect cornering 
technique required in King's Forest. 

6. Sea Breeze 

Where there's water there are half-pipe sections! 

Two of them comprise the otherwise speedy Sea 
l Breeze circuit. 


Master 

Class challenge is well 
and truly met. All three class divisions 
comprise of four races, divided by a bonus round 
entered after the second race ( see "TRAILER 

LARKS"). 


NOVICE CLASS 


Z White Land 

Inept driving combined with extreme weather con¬ 
ditions usually finds cars hub deep in snow, nose 
to carrot with a 
grinning 


Learn to get along with your chosen car in the very 
first race. It's not difficult. Neither is the race. 


2. Aqua Tunnel 

es - the first dreaded half-pipe section threatens to 
launch careless drivers into the briny. Aqua Tunnel 

itself is breathtaking. 


mn , 

w 

A COURSE IN COURSES 

Drivers choose to enter one of four highly competi¬ 
tive areas of challenge. With the exception of Battle 

Trax these are designed to monitor a driver's per¬ 
formance when handling high speeds and hone 
their skills at manoeuvring. 
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snow-person who simply won't stand aside! 

8, Night Cruise 

Unexpected islands sail into view - much too late! Expect to total your 
valuable piece of machinery many times before making good time 

here. 


MASTER CLASS 


9. Lake Side 

Listen out for the horns of trawlers when approaching the bridge at 
Lake Side. It means the bridge is about to open and let the boats 
pass beneath. Goodbye road, hello ramp! Aiee! 


70. Big Ravine 

Some dozy troll has left great lumps of rock in the middle of the 
road. Diabolical corners characterise the Big Ravine. 


77. Sky Ramp 

Visibility is reduced to nothing in the thick clouds that occasionally 
envelop the Sky Ramp. Delicate steering technique is necessary to 

maximise performance 
through the tight bends. 


TRAILER LARKS 

A fifth vehicle named Trailer is intro¬ 
duced in the bonus rounds. Trailer is 
an articulated lorry whose job it is to 
transport the Stunt Race FX team to 
their race meetings. After every sec¬ 
ond race in the Speed Trax series 
Trailer is called upon to rack up a few 
bonuses. A short course is prepared 
with red and blue flags, much the 
same as those seen in skiing competi¬ 
tions, and you have to steer Trailer 
through them to earn extra seconds for 
the following races. Completion of a 
lap earns an extra chance at a race in 
the form of a 1 -Up. The camera angle, 
viewing from above and to the right, 
together with the truck's strange han¬ 
dling make bonus collection a real task 
and a half. 


(ABOVE) 50 seconds to knock down as many flags and tear 
up as much road as possible in this monster rig. Go for it! 


12, Harbor City 

The mother of all circuits 
threatens not one, not two 
but THREE half-pipe sec¬ 
tions incorporated into its 
twisty-turny tangle of 
roadway. Great physical 
and mental stamina are 
demanded as gruelling 
corners require fore¬ 
thought and manual 
dexterity to clear with 
any degree of success! 


Rimw 



4WD is best suited to these events in which the driver is required 
to demonstrate skill and showmanship in a series of huge obstacle 
courses. Performance is measured in the number of star-shaped 
balloons collected and the number of check points passed. Aim to 
achieve a perfect collection rate in the shortest time possible. It 
isn't easy. 

7. Rock Field 

A straight run over the ramps and elevated basins makes speed 
the telling factor of a driver's skill in Rock Field. 

2, Up ‘n’Down 

High jumps cause cars to rock out of control at high speeds. This 
and many tight corners make Up 'n' Down a real test of balance. 

3, Ice Dance 

Slippery surfaces make handling a nightmare in Ice Dance. This 
in spite of the fact that U-turns and many uneven surfaces 
require the utmost precision. Yipes! 



4. Blue Lake 

A deep trough in Blue Lake has stars positioned in such a way 
that drivers are required to slalom with the car in order to col¬ 
lect them all! 

5. Radio Control 

After the goal is reached in the first four arenas a fun new 
course opens up. In Radio Control the viewpoint changes to a 
top-down perspective as drivers attempt to crash into the 
remaining three cars in record time. 


STUNT RACE- 
CAM! 

Four viewpoints are available to 
the driver. All are accessed with 
the SELECT button or a combina¬ 
tion of SELECT, L and R buttons. 

Close-Up 

The camera hovers just above 
the car so no detail is missed. 

Long-Shot 

Slightly higher and further away 
from the car, the camera offers 
greater visibility to drivers unsure 
of the road ahead. 

Cock-Pit 

Hold on to your lunch! The cam¬ 
era becomes the driver's eye- 
view as the road speeds towards 
the car and scenery Imuch larger. 

Grandstand 

A side-on view is adopted mak¬ 
ing it practically impossible to 
negotiate the gruelling circuits 
encountered in Expert and 
Master classes. Crazy but 
Impressive! 
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Two players go head to head in 
Battle Trax. Select the car most 
suited to your style of driving and 
pick a track. It's as simple as 
that. Billed as a two-player 
option only, Battle Trax is in fact 
a one-player game too as the 
opposing car is brought to life by 
the CPU if left at a stand-still for 
more than two seconds. 



Believe it or not, it's this option 
that often provides the most 
heated competitions where more 
than one player is involved. In 
Free Trax the player chooses 
from any of the 15 circuits, 
including the bonus rounds, to 
attempt record-breaking lap 
times. It's impossibly intense! 


2WD OR 4WD - 
IN 3D !! 






(ABOVE) The roar of 4WD's engine echoes through the funnels. It's superb. 


What Starwing achieved 
for Super NES shoot 'em 
ups. Stunt Race FX matches 
with its innovative treat¬ 
ment of motor racing. For 
too long, with the excep¬ 
tion of F-Zero and Super 
Mario Kart, console racers 
have failed to present 
PAUL D something new and excit¬ 
ing for the console market 
- there's only so many stripy roads and 
fields a player can take! Stunt Race is 
spectacular in every area: It's visuals are 
bold and varied, the sounds are truly out¬ 
standing and the game play is tuned to 
run very smoothly. After a very short time 
the player and Stunt Race FX become 
inseparable racing partners, especially 
once challengers threaten to match skills 
at Battle Trax or begin boasting unfeasible 
lap times in Free Trax. Considering the 
closest a certain rival company has on 
offer is a game featuring just three tracks 
and only one model of car. Stunt Race FX's 
four machine, twelve-course alternative 
looks far more appealing - even before 
leaving the title screen! The more a player 
pushes Stunt Race FX the more excitement 
it delivers; it absolutely guarantees end¬ 
less hours of rewarding game play. Ignore 
those who doubt - Stunt Race FX is the 
most striking and refreshing title to 
screech onto the scene in a very long 
while. 



Four cars comprise the Stunt 
Race FX team, each with its own 
special characteristics. They are 
all highly controllable, with all six 
buttons used to achieve maxi¬ 
mum performance. Included 
within this precision control is a 
speed booster, used to increase 
performance on straights and 
help speed cars from tight spots. 


1.4WD 

"Count on me for 
stunt driving" 

4WD behaves very much like a 
remote controlled Monster Truck. 
Its engine is immensely powerful 
for the size of its body, though 
4WD's bulk means it cannot 
reach high speeds. However 
4WD excels at stunt driving 
because of its excellent suspen¬ 
sion and superior tire grip. 


® SO 



2. Coupe 

"Don't think I'm only built for 
safe driving..." 

The most driver friendly; Coupe 
is best suited to drivers who 
know the score but need extra 
back-up from the speed booster - 
Coupe's boost meter takes 
longer to exhaust than any other 
car. 


3. F-Type 

"When you're a super driver, 
try me out!" 

Guaranteed to provide victory on 
a plate, the F-Type has every¬ 
thing going for it except durabili¬ 
ty. However its fragile body is of 
no concern to skilled drivers 
capable of keeping a tight rein 
on F-Type's flash personality. 


4.2WD 

"'Balance' is the key 
in cornering." 

Though it looks like a motorbike 





























































































2WD is described by Nintendo as 
a 'two-wheeled car' because it is 
driven rather than straddled by a 
rider. 2WD has the best grip on 
the road, a sturdy body and 
respectable acceleration. It's odd 
cornering technique makes 2WD 
a challenge to master but, once 
tamed, record lap times are easi¬ 
ly trashed. 



(ABOVE) When cars are forced to 
make a jump , the impact of the fall is 
softened by pressing up or down on 
the D-pad. 4WD is seen landing safely 
on its back wheels here. SPLOOSH! 



(ABOVE) Trailer is HUGE and control 
over him is difficult , though still fun. 



I've got to admit that I 
didn't take to Stunt Race at 
first, but after a lot of 
extra-curricular racing it's 
really won me over. The 
way the courses are 
designed is excellent - not 
only are they very testing, 
nearly all of them have 
PAUL C. some little surprise that 
makes you go, 'Wooaah!' 
the first time you see it: the Aqua Tunnel 
has its leaping dolphins, shoals of fish and 
sunken galleon; the Big Ravine is set in a 
mountain pass during a thunderstorm; 
Lake Side has a dinosaur which rises out 
of the water as you drive past; in Night 
Cruise you even get bombed with power- 
ups by Arwings! The vector graphics are 
fast and smooth enough to be convincing 
and the cartoon cars are terrific with their 
revolving eye-lamps and stretchy axles 
which make screaming around the bends 
on two wheels even more hair-raising! Oh, 
and special credit must go to whoever it 
was that took care of the sound. Sonics are 
usually left by the wayside in this type of 
game but not in Stunt Race, which features 
wonderfully jaunty BGM and excellent 
effects - screeching tyres, a different parp- 
ing horn for each type of car and tunnel 
echo effects. All this is all very well of 
course, but is it as good as its nearest 
rival. Super Mario Kart? Well, the head- 
to-head race isn't as good as Mario Kart's 
because there's only the two of you on the 
circuit, and the view is so small that it's 
sometimes hard to get a feel for where 
you are on the road (we found that with 
two players it's more fun racing against 
the clock on a single track, trying to shave 
tenths of a second off your mate's best 
time). However, Stunt Race is much more 
fun than Mario Kart if you're playing solo, 
simply because success is totally down to 
your driving skill and you can't get wiped 
out by a surprise enemy shell just as 
you're about to win the race - something 
which always drives me up the wall. Truly, 
this is one cool game, and if you don't 
fancy spending your last couple of month's 
savings on yet another beat 'em up. Stunt 
Race FX is definitely your best buy. 
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PH IS TUT ATI ON 


A Bright, colourful and clear. The game 
options and high-score tables are beautifully 
laid out. 

▼ Reseting the machine in order to exit a Trax 
mode and return to the title screen is surely an 
oversight. 


▲ Colour is used to create depth and atmos¬ 
phere. The cars' personalities add an extra 
ingredient of fun too. Despite the abstract 
nature of the polygon imagery, there is a strong 
sense of 'being there' in most places. 

▼ Can look confusing at first. 


A Big engine noises and bizarre back¬ 
ground effects help maintain the exciting 
atmosphere. Really cool music boosts the SFX 


A Built to last. It's really impossible to 
resist bettering those lap times. Repeated 
play reveals many secrets - it is a Nintendo 
game after all. 


A Super compelling. More gripping than 
Pirelli radials! Just... one... more... go... 


▼ Tricky to begin with. 


IDNGTEBM INTEREST 


Mims 


BREAKDOWN 
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CO NTH OIS 


BULLSEYE THAT 
WOMP-RAT 

You may this somewhat difficult to believe, but each 
of the characters in Fighter's History has their very 
own special moves, performed by a combination of 
joystick directions and button pressing. No, really. 
What is slightly more interesting is that each char¬ 
acter also has their own weak spot. This is usually 
something they're wearing, and it can only take so 
many hits before being destroyed. Once this hap¬ 
pens, the unfortunate victim is rendered stunned, 
and no amount of frenzied button pressing will 
avail the stunee. The un-stunned fighter then has 
free reign to bash the living daylights out of their 
hapless dizzy victim. It's easy to work out where 
each weak spot is as it flashes white every time it 
takes a hit. So now you know. 


• GAME ORIGIN: 

Data East coin-op 

% GAME DIFFICULTY: asy 

• 1ST DAY SCORE: 

• ALTERNATIVES: imetfighter H 
Turbo, Super Streetfighter II 


• PRICE: TBA 

m RELEASE: BA 
m GAME TYPE: FIGHTING 

• CART SIZE: 24 MEG 


• PLAYERS: ? 

% HEAD TO HEAD: fes 

• BATTERY BACKUP: No 

• CONTINUES: 

t OPTIONS: Versus/sunnval/normal 


H ave you ever won¬ 
dered what hap¬ 
pens to old games 
characters? Some of them 
move into Edutainment 


programs, some live off the proceeds 
of budget re-releases, and some 
change their jobs. One of the latter is 
Karnov, a fire-breathing, boxing glove- 
wearing slap-headed Russian who 
starred in an excellent mid-Eighties plat¬ 
form title. 

Unfortunately, this was before the days of the 
sequel, and this was Karnov's first and last 
starring role for Data East. Now, obviously dis¬ 
illusioned, Karnov has moved himself to the 
Gulf war era Middle East and become a spe¬ 
cial move-wielding beat 'em up villain. With a 
towel on his head. So Fighter's History may be 
an excellent charity for out-of-work pixels, but 
is it a good game? 


• CONTROL: Joy pad 

• RESPONSIVENESS: Not too good 


LIGHT 

PUNCH 


LIGHT KICK 


MEDIUM £ MEDIUM KICh 

PUNCH 
U HEAVY KICK 
R: HEAVY PUNCH 


START: PAUSE THE GAME 
SELECT: NO FUNCTION 


Ixnay on the 
ightingfay. 
already! If 
you've got a 
Super NES, 
you'll no 
doubt be 
completely 
sick of the 
reams of 
Streetfighter 
clones available for your 
machine. The sad thing is that 
you can count the ones that 
measure up to Streetfighter 2 
on no hands. Fighter's History 
isn't a truly desperately bad 
game, but other than the faril 
novel idea of individual weak 
spots, there's nothing at all to 
separate this from the pack. 
Nearly all the moves are 
directly lifted from SF2, and 
you should be familiar with 
the characters too by now. The 
graphics are sub-standard, the 
sound is muffled and the con¬ 
trol response is below stan¬ 
dard. In short, there is no rea¬ 
son in the world to buy this 
game. Unless the program¬ 
mers have kidnapped your 
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STRATEGY 

ACTION 

CHALLTNGT 

RlflTXlS 

ORIGINALITY 


In the month when we've 
seen two really ace fighting 
games this one pales into 
insignificance with its lack of 
originality and mediocre 
graphics. It's the same old 
Streetfighter stuff - every¬ 
thing's activated by fireball 
A moves and reverse fireball 
JPJJJJM. moves and Sonic Booms, and 

really there's nothing new in 
any of the moves. The graphics aren't particu¬ 
larly good, and really it's amazing that this 
game fills up 24 megabits of cartridge. You 
might have liked this in the arcade but paying 
in excess of fifty quid for the Super NES version 
is a bit over the top when you could put the 
money towards the far superior Mortal Kombat 
II or Super Streetfighter 2. 


Boring, samey, nothing new, much of a 
muchness, same old same old etc etc etc 


RATINES 


▲ Three gome variations and reasonable 
intro graphics. 


Nothing flash, though. 


Large enough sprites, and excellent ani 
mated backgrounds. 


The colours are blurry and the animation sucks. 


/ Lots of speech. 


▼The effects sound muffled and the muted 
muxic Is of poor quality. 


Lots of moves to master 


▼ No originality whatsoever. Plus, the controls 
are a bit slow, which is very frustrating. 


mum 


▼ Too easy, you'll dock this on your first 
day and there's no impulse to rrush back to it. 


TIVE 


There are two ways of playing 
Fighter's History. The first is the 
near, normal knockout competi¬ 
tion, where you fight each of the 
enemies in turn before a major 
final battle with Karnov. Win this 
and some children run up and 
thank you for having single- 
handedly ended the Gulf War 
(honest). The other play mode is 
the Survival challenge. This is 
played against either a human 
player or the computer. Each 
□layer selects a team of five dif¬ 
ferent characters from the nine 
on offer. A series of single-round 
oattles now commences, with the 
winner then challenging the next 
opponent in line. The first team 
to knock out all of their foes is 
declared the winner, and the 
ranking for any characters who 
ook part are displayed. 
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(Nintendo) 



Game around £20 


Game around £22 
Also available on NES 





































R anma, the street-fighting 
boy who is also a girl 
(look, don't ask), returns 
in his/her third SNES beat 'em 
up! As before he/she is on a 
butt-kickin' mission of mas¬ 
sacre and mystery which takes 
him/her around 13 locations 
where another twelve fighters, 
all equally weird, lie in wait. 

Like every other one-on- 
one SNES beat 'em up in the 
world, each fighter's armoury 
of punches and kicks is aug¬ 
mented by a number of spe¬ 
cial moves accessed by 
Streetfighter-like D-pad twists 

and button _ 

combos. 

Interestingly, 
the game also 
incorporates & 

what has been 

dubbed 'for- ^ ^ 

give mode . L' : * 

controls' which n 
recognises f 1L8BL jT’ SB 
moves and 

pulls them off even if the joy- 
pad manipulation isn't spot- 
on, so that should make things 
easier for you fumble-fingered 


RANMA WIBUMNOIC^H 


RANMA’S PALS 

All your favourite fighting 
characters have turned out 
for this third Ranma instal¬ 
ment. From the original game we have Ranma (male 
and female incarnations), Kodachi the ribbon dancer, 
Shampoo the fan dancer, Bo-master Kunou, Genma, 
who is Ranma's panda-dad and Ryouga the last boss 
from the first game. The spade-wielding lady they call 
Ukyou returns from her appearance in Ranma 1/2 II 
(or should that be Ranma 2 1/2?), as does Moose, 
Man of Cutlery Projectiles. 

The four new characters for Ranma 

3 1/2 are Mariko, a cheerleader 

with deadly batons, Hinako, a little t 

girl who wobbles around spraying „ \ 

you with magic, Akane, a little girl 

who carries a giant mallet in her 

school briefcase, and the final ® 

boss, whom well call Big 1 

r r\ Lenny, because we can't 
zig translate his real name. In 
the versus mode you can 
- select any of the twelve char- 
acters except Big Lenny r 

(unless you know the cheat 
printed in this month's tips). 


• BY: 1UMIK 

m PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: FIGHTING 
m CART SIZE: 20 MEG 


• PLAYERS: ? 

• HEAD TO HEAD: fes 
% BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS: ots 


(ABOVE) Moose 
has claws built 
into his slip¬ 
pers. Poor lit¬ 
tle Akane! 
(RIGHT) Yet 
another comical 
head-clunking 
moment. 


• GAME ORIGIN: haracters are 
derived from popular Japanese 
comics, Animd TV shows and movies. 

• GAME DIFFICULTY: Easy 

• 1ST DAY SCORE: lock the second 
difficulty level. 

• ALTERNATIVES: Ranmafy(the sec¬ 
ond one), Fighters History. 


(ABOVE) Genma gets slapped about 
his sloppy jowls! Ooch! Ouch! Ooch! 


• CONTROL: Joypad 

• RESPONSIVENESS: Good 


Heavy kick 


Heavy punch 


Light kick 


Light punch 


START: Pause 

SELECT: Select tag character 


fttmts 


enou 9^ t° 9 e * into them - the 
ErA m Vi- yfl weird fighters, and the fact 
■pjy that they were yet more 

^ ~ \ Streetfighter II clones always 

t put me off. But having given 

^— a this a good going over I found 

PAUL G that beneath all the kookiness 
is rather a good game, with 
loads of moves and cool graphics. The only 
thing that really counts against Ranma is that 
it's pretty easy, probably because it's a little bit 
slow (about the same speed as the original 
Streetfighter II conversion) and the Forgive con¬ 
trol system makes pulling off the moves much 
more simple than in most games. Even I, Beat 
'Em Up Goon Of The Universe, finished the 
easy game within an hour of plugging in the 
cart. I enjoyed myself while I was doing it, but I 
don't think I would want to pay heavy bread for 
the experience. 














































The Tag Match option is a variation on the two-play¬ 
er, head-to-head mode. Instead of picking one 
character, both players get to choose two. When the 
battle starts play goes as normal, but when you start 
to run out of energy you can dive back over to your 
side of the screen and hit the select button to tag 
your second fighter, calling them into the battle with 
full energy while the other recuperates outside the 
ring. 

A miniature power bar below the main bar shows 
exactly how fast your knackered pugilist is recharg- 


(LEFT) Special 
attacks are 
pretty wild! 


OH YEAH? AND £ 
YOUR MOTHER! 

Step back from the battle 
nd hit the L button to taunt / 

• our foe with some harsh 
language (Japanese, actually), 
his doesn't just hurt your oppo¬ 
nent's pride - if you follow up the 
tount with an attack the blow 

does double the 
I usual amount of 

sipmJ damage. 

% Hold down L for a 

I couple of seconds 

though, and your 
energy bar starts 
6 to flash. Now you 

can perform your 
£ super attack 

f > which requires 

r ; a particular 

combination of 
joypad moves and 
buttons. 


There's much more credi- 
/ bility attached to this new 

Ranma game in terms of 
both game play and char- 
' yB' acterisation. Combat is 

much closer to the style of 
a Street Fighter II than 
Jjt I before and Rumik are obvi- 

y ously better suited to pro- 
P/iMJI during a game based on 

their popular series than 
anyone else. Otherwise this is just another 
competent beat 'em up, made more 
appealing by the pull of a big Anime/ 
Manga license. Having said that, the 
Dragon Ball Z titles are better games 
because they present something new, such 
as the split-screen effect, and so they're 
worth having even if you've already got 
other cool fighting games like Street 
Fighter Turbo. Rumik's Ranma 1/2, on the 
other hand, offers nothing special at all so 
it's really not an essential purchase. 
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A few negative points but generally 
good fun. Not much of a challenge for vet¬ 
eran Street Fighters, though. 


RATINES 


BRfMuuWN 


A A fine selection of options and good 
game variations. The Tag Team variation is a 
nice addition. 


A- Pretty cool anam6 characters which are 
very nicely animated. 

▼ Not quite as good as in the second game, 
actually. 


▼ Nothing outstanding. Music is a bit soppy 
and the speech is all in Japanese (not surpris- 
ingly). 


A The action flows nicely and it's really 
easy to get the moves off. 

▼ If s a tad slow compared to more recent beat 


▲ The different play options make this a 
game you can come bade to again and again. 

▼ Experienced fight fans will find it very easy to 

























































Please tell me more about LIVE '94 and 
how I can get a ticket to the UK's most 
electrifying event. 

Name:.... 

Address:. 


Postcode:. 


NMS 


Please return this coupon to: 

LIVE '94, News International Exhibitions Ltd. 

Europe House, World Trade Centre, 

St Katharine-by-the-Tower, London El 9AT. 


Calls cost 39p per minute cheap rate and 
49p per minute at all other times. 


Try out the latest, greatest games at 
LIVE '94, the UK's most exciting consumer 
electronics event. 

tjQ 

Free play the all-time Nintendo 
classics and smash-hit releases on over 300 
SNES and Super Game Boy screens. 

(Nintendo) Sf>e P on board the 

^CHALLENGER Nintendo Challenger 

1-21 ton. of pur. playing power!! _ ^ 21 -f 0 11 Silver 

juggernaut with gameplay for up to 50 people 
at once. Take part in competitions and 
challenges. Meet the celebrities. Preview the 
hot new games for Christmas. 


Experience Capital Radio Live at 
LIVE. Dolby Home Cinema Promenade. Young 
Newspaper Feature. TV Times Live Television 
Studio. Yamaha/TES National Youth Rock & 
Pop Awards. Focus on Multimedia. 

? 


Get your hands on a ticket. Phone the 
LIVE hotline or return the coupon now. 
Remember - if you're under 16, you must have 
an adult with you at LIVE '94. 























CONTROLS 


GAME ORIGIN: The sequel to Super 
Adventure Island 

• GAME DIFFICULTY: Medium 

• 1ST DAY SCORE: onquer the boss 
ofHlya-Hiya Island 

G ALTERNATIVES: Metroid III, Super 
Adventure Island, The Ffintstones 


• CONTROL: Joy pad 

• RESPONSIVENESS: Excellent 


Examine/ 
Select items 

Attack 

L: Nothing 
R: Nothing 


© 

B 


Select items/ 
use magic 

Jump 


START: Nothing 
SELECT: Nothing 


• BY: HUDSON SOFT 

% PRICE: 199 

• RELEASE: SEPTEMBER 

• GAME TYPE: ACTION ADVENTURE 

% CART SIZE: 8 MEG 


% PLAYERS: r 
m HEAD TO HEAD: no 
G BATTERY BACKUP: Yes 
• CONTINUES: Infinite 
OPTIONS: Stereo or mono sound 




H iggins, The Master of the Universe, is 
preparing to meet with the Dread 
Defiler of the Universe for the very first 
time. Neither of them wishes to go through 
with this introduction, it just sort of came 
about. You see the one thing they definitely do 
want is possession of the love** 
ly Tina who - as the King of 
Waku-Waku island would put 
it - is quite a Betty! 

Hudson Soft's Super 
Adventure Island II continues 
from where Super Adventure 
Island left off. Fresh from res¬ 
cuing his darling Tina from 
one evil entity. Master Higgins 
finds himself doing the same 
thing all over again - only this 
time the couple are suffering 
from amnesia! Raft-wrecked 
on the beaches of Waku- 
Waku island, Tina is recov¬ 
ered and presented before a 
King who cannot believe his 
luck and plans to marry her 
straight away. Just as the 
ceremony gets underway the Dread Defiler 
sends his giant eagle to kidnap the girl and 
all heck breaks loose! 

It's the beginning of another platform-based 
adventure for the tireless Higgins, who now 
faces the trials presented by the terrain and 
sub-terrain of six tropical islands. Including 
their inhospitable residents. Help one of 
Hudson Soft's best-known heroes save Tina, 
and the King of Waku-Waku promises to 'do 
him right'... 

CARVED IN STONE 

Clues are available to help Higgins progress through 
his new adventure. Most pointers are found carved 
into stone tablets located in many 
places over the islands. 

Higgins' most intuitive 
source of information 
though is Tina, who 
appears to him as a 
vision while he sleeps. 

Tina only shows when 
Higgins rests in the 
palace on Waku-Waku 
island - apparently the 
reception for telepathic 
thoughts is better here. 


STONE TEMPLE PILOT 




To ensure nobody ventured any further than their allotted island's 
shores the King of Waku-Waku island devised a series of water-gates. 
They all require special stones to open, all of which are in the posses¬ 
sion of some pretty ugly guardians. After winning the key from these 
beasts, by defeating them in battle, Higgins opens the gates and may 
proceed deeper into his adventure. Trust the daft old King not to keep 

spares! 














































(RIGHT) 
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Early in his wanderings Higgins 
discovers a Magic Wand. 
Though it can't produce rabbits 
from hats or make people dis¬ 
appear the wand has eight 
uses; serving to help Higgins 
regain lost energy, freeze ene¬ 
mies, summon balls of fire and 
more. 


(ABOVE) This guru enhances Higgins' fighting spirit so that 
he can better cope with tricky situations. 


A A lengthy, cartoony attract sequence 
leads into a nice surprise on the title screen. 
Presentation inside the game is very clear and 
attractively laid out. 


(below) 

Puka-Puka island 
is home to Curly and his 
Casino. Curly has some very 
expensive items for sale , 
though he makes them more 
affordable by providing three 
big-money gambling games. 


A Beautiful, clear sprites with great charac¬ 
terisation. Distinctive locations featuring 
some nice touches make the game look very 
polished. 


▼ Nothing spectacular till the very last level. 


A Many crystal-dear samples ring out 
above some of the liveliest music heard on 
the Super NES. 


▼ Some tunes sound like day-time television! 


A Always things to do or think about doing. 
Higgins responds excellently. Few limitations. 


▼ Experienced players may find most of the 
action too familiar. 


A A huge quest. The save-game feature is 
essential. Lots of scope for exploration. A 
great game to go back to as well. 

▼ Lacks challenge in the early stages. 


Hudson Soft bring another high-class 
platform adventure, bursting with character 
to the Super NES. 
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PRtStHTATIRH 


Consid 
ering that 

S’'”*- 

> y.sJPfc Adventure 

m island 

'/mmml games 

Xfc have all 

been simi- 

PAUL C sega's 

Wonder Boy series it's 
kind of ironic that the lat¬ 
est in the series plays 
very much like the 
Megadrive's Wonder Boy 
In Monsterworld. Not that 
that's a bad thing at all 
because Wonder Boy in 
Monsterworld is one of 
the best console arcade 
adventures I've ever 
played, and Super 
Adventure Island II is 
deifinitely its equal for 
action, puzzles and depth 
of gameplay. The game's 
best feature is that it gets 
more and more interest¬ 
ing the further you get 
into it, rather like a Zelda 
game. There's a vast 
amount of exploring to 
do, and I liked the way it 
tantalises you by showing 
intriguing goodies which 
you can't reach until 
you've flipped a switch or 
solved a puzzle on anoth¬ 
er island. It might sound 
like a chore to have to 
keep covering old 
ground, but it's really sat¬ 
isfying when you return 
and find a new weapon 
or a suit of armour. I real¬ 
ly enjoyed this and if you 
like Zelda-type games it 
should keep you happy 
for weeks. 


RRSPHIBS 


Though Super Adventure 
/ Island II packs no blinding 

special effects it remains a 
really classy game. 
Higgins' character has 
V developed a great deal 
/ / since his last outing and 

r ^ the many techniques 

available to him make for 
PAUL D some very interesting 
game-play. The further 
into the voyage he proceeds the more fun 
it is to help him along, especially when the 
acquisition of new techniques allows for 
greater exploration of places visited 
before - much in the same way as Super 
Metroid. So challenge not only comes from 
the pesky varmints and huge guardians 
but from deciding whichever weapon, 
switch or form of protection is most useful 
in a large number of taxing but fun situa¬ 
tions. Presentation is close to perfection, 
the music is cool and the game's difficulty 
is pitched at just the right level to make 
for challenge without too much frustration. 
What makes Super Adventure Island II 
outstanding though is that it keeps the 
attention at all times - there is never a 
dull moment. Higgins proves himself as 
the master once more. 


PltYIRIllTY 


MSTABIIITY 
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Issues 1-15 SOLD OUT 
Issue 16 - January 1994 

R-Type 3. 20 best games ever. Fatal Fury. 
Jimmy Connors Whirlwind Snooker. 

Free Boost Bar. Free Street Fighter 2 tips card. 
Free SF II bag. 

Issue 17 - February 1994 

Sports special - NBA Jam. Madden '94. NHL 
'94. Goeman 2. Fatal Fury. Lethal Enforcers. 
Tiny Toons. Samurai Showdown. 

Issue 18 - March 1994 SOLD OUT 
Issue 19 - April 1994 

Project Reality. SFX Special. Citadel. Stunt 
Race. Starwing 2. 

Free Manga Japanime postcards 

Issue 20 - May 1994 

Super Metroid tips. Super Streetfighter. Free 
battle book. Free battle cards 
part 1 

Issue 21 - June 1994 

Nintendo 32 Bit VR Machine. Super Metroid. 
Super Bomber Man 2. Free Time Out Bar. Free 
battle cards part 2. Free Wario stencil 


If you're missing any previous issues of 
Nintendo Magazine System, you can order them 
from the NMS Back Issues Department, Tower 
House, Sovereign Park, Lathkill Street, Market 
Harborough, Leics. LEI6 9EF. 

Back issues will cost you £3.95 each or £5.95 if 
you live overseas. Please make your payment 
by cheque or postal order - don't send cash 
through the post. 


NMS Back Issues 

Please send me the following back issue(s) of NMS :. 

(Write to the issue number(s) here) 

I enclose a cheque/postal order made payable to EMAP Images for £. 

UK Rates : £3.95 per magazine. Overseas : £5.95 per magazine. 

Name: . 

Address:. 

Post Code:. 

Send to : NMS Back issues, Tower house, Sovereign Park, Lathkill Street, Market 
Harborough, Leics. LEI6 9EF 
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s is well-known. 

Predators (as in 'The 
Predator') are very big in 
the hunting department, and 
having wiped out all available 
prey on their own planet, they 
decided to drop a load of 
Aliens (as in 'Aliens') on a 
Terran mining colony so that 
they would multiply into a race 
of targets. Unfortunately, the 
Aliens fared rather better than expected, and 
having wiped out the humans, they proceed¬ 
ed to eradicate the parties of Predators who 
landed looking for sport. 

Now a sole Predator has turned up on the 
planet, prepared to fight for the honour of his 
race by going through all seven levels of the 

_ Terran 

colony, splat- 
ting the 
infesting 
Alien hordes 
before finally 
confronting 
the very 
mean Alien 
queen in her 
odious nest. 


VS. 



BACKGROUND: 
ORIGINALLY SETTLED 
BY HUMAN COLON I STS, 
FOR THE PURPOSE OF 
MINING THE RICH ORE 
DEPOSITS AND 
SHIPPING THEM BACK 
TO THE RESOURCE- 
DEPLETED EARTH. ■ 


FIGHT SAID PR ED 

Each level takes the form of a 
scrolling maze and Pred's goal is 
to reach the exit to the next level 
by finding his way through pas¬ 
sages, down ladders and past 
blockages and locked doors. 
Making trouble along the way 
are hordes of Alien Workers, 

Face Huggers and Chest Bursters 
which wander about, attacking 
Pred on sight. 

Unlike his movie counterparts, 
this Predator starts the mission 
without much in the way of 
weaponry. As the game begins 


Wrist 
Blades are a 
much sought 
after accessory 
where Predators 
come from. 
Here's the excit¬ 
ing billboard 
used to advertise 
them. 



RECENT EVENTS: 

A PREDATOR DRONE 
SHIP PLACED ALIEN 
EGGS ONTO THE 
PLANET, 

WHICH HATCHED 
AND PRODUCED 
A FINE CROP OF 
AL IEN PREY. ■ 


Typical Predator Daytime 
Television news... 


he's armed 
only with wrist 
blades, so he 
can punch his 
foes out of the 

way, but if he stocks up on ammunition icons he 
can use his cutting disk frisbee, triple-beam laser 
and wall-smashing bombs. 

PRED’S ASSETS 

This might sound like a recipe for science fiction 
horror action fun and excitement, but the reality of 
the situation is that Alien Vs Predator is painfully 
tedious to play. The gameplay is paced very slowly, 
and the Predator and the Aliens are reduced from 
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I t's a terrible thing when your friends are all 
red spots, and it's even worse when all of 
your red spot friends are kidnapped and 
imprisoned in cages for no good reason by 
someone called Willy. By a strange coinci¬ 
dence, Cool Spot finds himself in just this situa¬ 
tion. Rather than doing anything rash or 
breaking out in goose pimples (which would 
only have provided a couple of low-quality 
puns for a reviewer), he resolves to 
free his pals, fighting his way through 
large mazes of platforms, all packed 
with Willy's hench-creatures, to reach 
his captured compadres. 


(BELOW) Spot flings some of his fin¬ 
ger-fired fizz at the mystery foe which 
Pete cropped off this otherwise 
thrilling pic. 


GET BUSY WITH THE FIZZY! 


Finding the cage is only part of 
the problem, because before 
Cool Spot can release his cap¬ 
tured compadres he needs to 
rack up a certain number of 
cool points by 
collecting 
the spots 
scattered 
around the 
scenery. 

Should the lit¬ 
tle Spot-hating 
beasties such as 
crabs, worms, 
oysters, pyjama- 
clad mice try to 
put the squeeze 
on him. Spot can zap them out of 
existence with a few blasts from 
his magic fizz-flinging fingers. 


BOTTLED OUT! 


Every couple of levels, Spot gets to 
chance his arm at a bonus game in 
which he has to bounce his way 
around the bubbles in a bottle of 
fizzy pop, collecting points and 
extra lives until a timer 
ticks down to zero 


(LEFT) In slack 
moments Spot 
starts messing 
around with his 
yo-yo. As in the 
SNES version , 
the animation on 
the Spot sprite is 
one of the high 
points of the 
game. 
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• BY: 

• PRICE: 99 

• RELEASE: )UT NOW 

• GAME TYPE: EAT EM UP 
•CART SIZE: EG 


PBTSTBTATIOB 


Simplistic intro, no options and clunky 
weapons selection. 


BRA PH ICS 


j luckily the 

Aliens are even more feeble and most succumb to a 
couple of whacks from the wrist blades. The biggest 
danger is posed by the tiny Face Huggers and 
Chest Bursters which wriggle around almost invisi¬ 
bly among the pixel clutter on the floor. 

The level layouts are so dull that the action might 
as well have been set in completely straight corri¬ 
dors, and the 'puzzle' aspect (finding keys then 
opening doors or finding bombs then blowing down 
walls) is really unoriginal and livens things up not 
one jot. 

If you want some kind of Alien-based action the 
best advice is to buy Alien 3 which is far superior to 
this title in every respect. 


Detailed sprites resemble the characters. 
Smaller sprites are very difficult to see. 


SOUHO 


Feeble effects and annoying, droning 


PIAVABIIITV 


Both the fighting and puzzle aspects are 
dull as ditch water. 


lASTABIllTr 


Out of may way Alien! 
No! Out of my way Predator! 


BVIBAll 


Pretty poor attempt at a SF beat 'em up 
which flops in almost every department. 



Like all the other incarnations, the GB version of 
Cool Spot is a pretty basic collect 'em up, 
though the long levels do tax your 
platforming skills with their tricky lay¬ 
outs. Cool Spot is made all the more 
difficult - and unfortunately all the 
more frustrating - by the dark-coloured 
sprites which tend to merge with equal¬ 
ly dark-coloured backgrounds so that 
you end up walking into enemies or 
obstacles which are practically invisible. It 
almost makes you wonder whether the 
game was tested on a Game Boy screen 
or on a machine with the display running 
through a monitor. Aside from that Cool Spot isn't 
bad, but it's hard to imagine many players buying it 
when there's an even cooler platform game like 
Wario Land doing the rounds. 


(ABOVE) Shoot here , find these - the 
instructions makes it sound easy. It 
should also say , Turn Super Vision up 
to hyper intensity to see semi-invisible 
sprites'. 



PBTStHTATIBH 

Three skill levels, and music effects tog¬ 
gles. 

BBAPBIES 

Spot s animation is really nicely done. 
Certain sprites are hard to see. 

SBHBB 

Decent version of Wipeout. 

Some maddening in-game tunes. 

PIAVABIIITV 

Simple, but reasonably good fun. 

Too hard to avoid hazards sometimes. 

lASTABIllTr 

Plenty of challenging levels. 

Lacks depth though. 

BVIBAll 

A bit of fun, but nothing really special 
when there are so many good GB plat¬ 
form games available. 
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CART SPEC 


• BY: MINDSCAPE 

• PRICE : TEA 

• RELEASE: SEPTEMBER 

• GAME TYPE: SPORTS 
% CART SIZE: 8 MEG 


Ft A TURFS 


dillM 


• Val D'lsere features what 

- must rank as the best 
£ Mode 7 yet to hit the Super 
^ NES. The courses twist, 

£ ^ climb and dip very con¬ 

vincingly, and at some 
q speed in certain parts of 

the game. The realism is 
heightened by the ultra- 
^ 9MB Si detailed far distant back¬ 
drops, which barely move 
as you scoot down the mountain (like real 
mountains would). There's just one thing 
missing from the action - a game. You can 
get down half the tracks without really 
having to steer, which is just as well 
because it's almost impossible to see 
where the course is most of the time, what 
with it being the same shade of white as 
the rest of the screen. With a bit of 
thought, Val D'lsere could have been truly 
magnificently ace, but there just isn't any¬ 
thing here to play. A disappointing waste 
of incredible potential. 


CRRTRRIS 


• CONTROL Joypad 

• RESPONSIVENESS: Good 


SLOW 

DOWN 

NO FUNC¬ 
TION 
L : GO LEFT 
8: 00 RIGHT 


START: FREEZE! 
SOECT: NO FUNCTION 


JUMP 


SPEED UP 


W elcome to the wild and wacky world of snowboarding, 
where strapping jam-masters slap and spoon their 
planks, risking life and limb performing dangerous 
McSIoofs and Shingles. At least, we think so, because in reality, 
we don't know stuff all about the wild and wacky world of 
snowboarding, because we're based in London where snow is 
immediately dissolved by acidic pollution. 

Anyway, if you've ever fancied a crack at this sport but have 
been scuppered by similar geographical difficulties to ours, this 
could be the game for you. It's set in the Val D'lsere (that's 
French for Icy Valley or some¬ 
thing), where it always snows 
and there are hills all over the 
shop, and as luck would have it, 
you play the part of a plucky 
snowboarder. Or, if you're a more 
refined type with a lot of cash and 
you hang out with royalty, perhaps 
you'd prefer the more stylish sport of 
skiing down the same runs. 


• PLAYERS: 2 

• HEAD TO HEAD: No 

• BATTERYBACKUP: No 

• CONTINUES: Password 

• OPTIONS: Train or compete. 


Snowboard or skis 


• GAME ORIGIN: Set in a famous 
French ski-ing competition zone. 

• GAME DIFFICULTY: Medium 

• 1ST DAY SCORE: Complete first 
four courses. 

• ALTERNATIVES: Winter Olympics 


MOUNTAINS OF FUN 

Mountains are tricky things, especially for snows- 
portsmen. For starters, the course of nice, slippery 
crushed snow is quite narrow, and should you part 
company with this route you lose speed. There's 
also the danger of slamming into mountainside 
objects - trees, rocks, boulders of ice, barbed wire 
fences and so on, which loses an awful lot of time 
(and teeth). Your visibility is seriously affected by 
the heavy blizzards which strike at random and the 
loss of light as time marches on. Weather variables 
also throw up the problems of extra-slippery ice, 
which affects your steering, and slush, which slows 
your speed right down. 


***** 
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(LEFT) WHOAAAAHl 


credits list, though that's not terribly exciting. 


▲ Really excellent 3D scrolling effect which 
has you pitching and weaving around in your 
seat like a crazy person. Weather effects are 
good too. 

▼ Trackside obstacles are a bit samey. 


There are two ways to play the courses of Val 
Disere. If you're playing as a snowboarder your 
objective is simply to hit the bottom of the hill as 
fast as poss. Skis, meanwhile are dead fast indeed 
which sounds great until you realise you can't actu 
ally see where you're going very well when you 
reach top whack. Skiiers also have to worry about 
slaloming through flag-type gates. Every time you 
miss a set of flags, it lands you with a time penalty. 
Finish the race with a slow result and it's an early 
sauna for you. 


A Well, ifs certainly speedy, just like the 
real thing. 1 

▼ There really isn't much to the gameplay. 

The lack of variety and feeling of control make ft a 
bit tedious to play. 


This could have been so completely 
ace, but unfortunately ifs turned out to be 
rather dull. 


S1RAUBY 
ACTION 
CHAllTNBt 
Rl TIIXIS 
ORIEINAIITY 


lONEURM INTfRfST 


• You've got 

£ to hand it 

a to the pro- 

^ “ £ grammers 

• Q for their 

A • expert 

# • Mode 7 

9 manipula¬ 
tions, but 

PAUL Val 

D'lsere is 
really on a slippery slope 
as far as gameplay is con¬ 
cerned. The 3D viewpoint 
is excellent at conveying 
the speed of downhill ski¬ 
ing and snowboarding, 
but the action is nonethe¬ 
less dull. It's almost like 
playing a driving game, 
but, unlike, say. Stunt 
Race, you don't get any 
compulsion to come back 
and better your times 
because there's no tangi¬ 
ble technique to sharpen¬ 
ing up your cornering or 
whatever. Learning the 
twists and turns of a 
course is not an option 
because they zip by so 
quickly, and the notices 
warning you what you're 
about to hit seem to 
appear when you're about 
a yard from the obstacle. 
The fact that there are 
only two real game varia¬ 
tions doesn't add to the 
experience, so I'm afraid 
Val D'lsere wouldn't earn 
my scarce Game Quids. 


BRAPHICS 


SOUND 


PIAYARIIITY 


lASTABIllTY 


_1-1 1_1 1_1 1_1 

1 low hi fAiR f-teanD m hikh i 

PRtSfNTATION 

(ABOVE) WHEEEEEEE! 

I ▲ Reasonable array of options. Clever 3D 





































EAME INFO 




» CONTHOIS 


CONTROL: Joypad 
# RESPONSIVENESS: Good 


t/tt 


Nothing 


Bash Q 

L: Run 
R: Nothing 

START: Start & freeze 
SELECT: Nothing 


Nothing 


Jump 


m HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Pass word 

• OPTIONS: Credit and sound adjust 


• BY: TAITO 

• PRICE: £49.99 

• RELEASE: OUT NOW 

% GAME TYPE: ACTION ADVENTURE 


• GAME ORIGIN: Hanna-Barbera's 
’The Flintstones ’ 

• GAME DIFFICULTY: Easy 

• 1ST DAY SCORE: Find the trea¬ 
sure. 

• ALTERNATIVES: Super Adventure 

Island ii, Joe & Mac 



m A jvhey-hey! Just as everyone is anticipating the new 

Spielberg megabucks-movie Taito bring The Flintstones 
VV to the Super NES. Fred, Barney, Wilma, Betty and even 
Dino star. 

As fans of the show will recall, Fred and Barney are both 
members of the Water Buffaloes', Bedrock's equivalent of the 
Masons, and as it happens the Water Buffaloes leader, the 
Grand Poobah is due for retirement. His replacement is going 
to have to prove his worth by retrieving the Treasure of Sierra 
Madrock, and of course Fred is certain he's the caveman for the 
job. With Barney in tow, he sets out to find it! 

This two-player platform game spans five areas comprising of 
around ten stages each. There are bonus stages aplenty and 
more dinosaurs than Jurassic Park, but does Fred have the 
yabba-dabba-doo time of his life? Let's see. 


When in Bedrock it's diffi¬ 
cult for the boys to escape 
Jgnpi- the Pteranadon eyes of 

their good wives. Both 
* v Betty and Wilma patrol the 

town in search of their men 
who are most likely very 
late for tea, all things consid¬ 
ered. Whenever Fred or Barney 
encounter the ladies they are dragged off to anoth¬ 
er location of the town. Sometimes this is helpful, 
but mostly it's very frustrating! 


(RIGHT) Not all prehistoric 
animals are completely dan¬ 
gerous. Many offer their backs 
as transport for Fred and 
Barney; helping them to cross 
difficult terrain and snatch 
otherwise unreachable bonus 
items. 


Flintstone isn't the only caveman eligible 
for the position of Poobah and along the 
route he runs into his rivals, Rockhead, 
Quartz and Marble. 

These guys have already t———— 

pipped Fred and"Barney 

to three crucial items, ; 

but if the boys can beat 

them in a competition 

they hand over the 

goods to the better man. 


Quartz: ^ 

Quartz is ahoy 
racer and won't 
release his prize 
to anyone who 
can't trash his 
lap timesl 


Marble: 

Obtaining the hammer and chisel 
from Marble involves taking to the ice 
and doing a spot of speed skating. 


Rockhead: 

Should Fred or Barney defeat 
Rockhead at running they earn 
his map. 


O.K.. MARBLE. HAND 
OVER THAT HAMMER AND 





































ROCKING! 


The search for treasure is set over 
five islands, and leads Fred 
and Barney up crag 
and down crevice: 

V Bedrock. ^ 

There's no such 1 

A thing as a highway / 

B code in Bedrock it \ 
seems! / 

Magmarock. Molten I 

lava threatens to deep-fry ^ 

Fred! 

Snowrock. Careful on these 
k icy ledges as they tilt and 
\ throw people off. 

A Junglerock. Sneaky 
W snakes knock Fred or 
Barney form the vines. 
m Caverock. Tumbling 
rocks flatten the prehis¬ 
toric pot-holers! 


Snowrock 


(LEFT) Clubbing scum over the head 
rewards the fellers with clams. They 
can use these to buy food or play 
games. 


(LEFT) Fred and Barney are 
after everything they can get 
their hands on. Treasure is 
important of course, but they 
also benefit from energy¬ 
boosting apples and heart 
containers. Little pictures of 
Fred and Barney provide extra 
lives as do stars , if they collect 
enough of them. 


A lively title screen with Dlno chasing 
everyone about the place. Good cut sequences 
too. The map idea is a familiar one but well 
imitated here. 


TSorely lacks difficulty settings. 


A Lovely cartoon sprites with lot of humor¬ 
ous animations. Interesting layouts of some 
levels. 


(FAR LEFT) Tidal waves and 
swarms of bees sweep the 
adventurers ott tneir teet! 


▼ Nothing big and scary. A poor show for a plat¬ 
form game featuring dinosaurs - however cute. 


A Many entertaining variations of the 
Flintstones theme. A few good spot effects. 

▼ Not a 'Yabba-dabba-doo' heard the whole 
gamel Bahl Fred and Barney sound like Smurfs! 


A Lots to explore with some clever tasks to 
accomplish in Junglerock and Snowrock. 

▼ On the whole the game play requires little 
thought. Slowdown ruins the fun. 


A If s a nice game to show your younger 
brother or sister. 


▼ A restricted play-area presents little challenge. 


Fred's enterprising nature and appetite 
for adventure is sold short. 


STBAUEY 

ACTION 

CHAlUHEf 

BffllKfS 

ORIBIHAIITY 


lONE-TtBIB INTtBIST 


BOAPHICS 


I'm afraid 
fans of the 

JrHWL cartoon 
series are 

this inter¬ 
pretation of 

PAUL 0 ;i™ lslones 

It's pretty much modern 
stone-age platform game- 
play all the way with just a 
smattering of interesting 
ideas. The high points are 
the amusement parks and 
Mode 7 racing sections, but 
these are over all too quickly 
and then you're back to the 
bog-standard platform bits. 
It's not that Flintstones is ter¬ 
rible, but there isn't much 
here that you haven't seen 
before and ultimately, the 
treasure hunt is over way too 
quickly with nothing big or 
dramatic happening along 
the way. Extra lives are out¬ 
rageously easy to come by 
and Fred meets with few 
stumbling blocks, not even 
when claiming the treasure 
from the depths of Caverock. 
Definitely one for novices or 
the very young. 


SOUNO 


PIAYABIIITY 


I'm getting a bit fed up of 

P smart cartoon series being 
turned into duff platform 
games, and though 
Flintstones certainly isn't the 
worst of the bunch it doesn't 
live up to the potential of the 
show. Sure, the cartoon cut- 
scenes are good, and there's 
PAUL C even evidence of that good 
old Hanna-Barbera sense of 
humour, but for the most part the gameplay is 
nothing really special. What's more annoying is 
the fact that the designers seem to have had 
some good ideas but they really haven't made 
the most of them. The Amusement Park idea is 
good but it's abandoned by the time Fred and 
Barney reach the third island and just when 
you get enough cash to really make use of the 
shops you can't find any more. The two player 
mode is a bit of a laugh, but I suspect solo 
players, will run out of fun all too quickly. 


lASTABIllTY 











































As if ail this isn't 

complicated _ 

enough there's 

| the added pressure of keeping 
moves down to an absolute mini 
mum. The difference between a 
1 great or poor pilot is measured 
I against a par set by the mother- 
HF ship's computer. 


P eople could proba- 
bly care less know- 
ing what Lucie, or 
indeed A Lucie really is. 

All NMS are concerned 

about is whether or not '?3PB 

this particular Lucie is a l 

decent and chal- 

lenging enough 

game. ^ 

At least the 
aim is 
straightfor¬ 
ward enough - 
one player 

guides an A-- v Ji y» 

odd-looking 

futuristic craft to % y/^ 

a specified destina¬ 
tion across a strange planet. After being dropped into a 
landing zone the craft is challenged by obstacles varying 
from anything between slidey patches to transparent 

blocks requiring a few knocks to 
clear a pathway. It seems so 
\ blissfully simple, but it 

’ ^ doesn't stay this way for 

yTNj long, oh no... 


The surface of the mystery planet 
is divided into hexagonal seg¬ 
ments. Individual pieces are allo¬ 
cated different duties, serving to 
either aid or hinder the 
craft's progress. 
Some segments 

S_ /""S raise, lower or 

even become 
slippery, but 

l . more helpful bits 

>-— raise and lower 

the craft to dif- 
Jr ferent plat- 

V forms. 


(LEFT) Lucie reaches 
the home hexagon! Hurray! 


Sick bags please! Mastery 
of momentum is the key to 
success in all areas. .x' 

Your craft has two 
pods mounted on 
axles and to move ^ 31 

it, you stick one of r^|g 
the pods to the 
ground, then swing L% 
the rest of the ship 
around it. Release uT 
your grip on the 
ground, and presto! 
you go trundling off in 
a new direction. 


(ABOVE) Boy! It sure is lucky the game 
is more interesting than these pics. 


PRISINTATIBN 


Nice inttermission scenes. 
Elsewhere lude is a bit sparse. 


BRAPBICS 


SOUND 


COMMENT 


This game is really... interesting. It's rem¬ 
iniscent of Marble Madness but in Lucie 
the methods are entirely different and 
more intricate. The first five levels are 
tough but never unfair and they succeed 
in hooking the player for the rest of the 
game. The only things that lets the side 
down are the demoralising restart points 
and the inappropriate music, but you 
won't find a more therapeutic, taxing and 
rewarding Game Boy title (aside from 
Tetris which remains unbeatable). True, it 
doesn't look like much (actually, the 
screenshots don't do it much justice at 
all), but Lucie proves to be a distinctive 
and oddly compelling DJI### #1 

title. 


PIAYABIIITY 


Unusual and addictive gameplay. 
A bit repetitive, though. 


lASTABUITY 


Plenty of stages to try. 

The weirdness does grow wearysome. 


BVtBAll 


A different kind of game for a different 
kind of games player. Worth a long 
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(ABOVE! Chill and 
Roxy fight it out 
around the hoop, 
without realising 
that neither has the 
ball. 

(LEFT) Roxy jams it in, 
while poor old Chill 
fumbles around below. 


Rimw 


BOOM SHAKER-MAKER! 

Unfortunately, even the sim¬ 
plest game variation is 
made tricky by the fact 
that shooting is so diffi¬ 
cult. The process of 
shooting and dunking 
is vague and when¬ 
ever you lob the ball 
in the direction of the 
basket it seems to be 
almost pot luck 
whether the ball goes in 
or not. 



p; ■ 

1 

UAMHAVEN 


1&.1 


. - 

1 


F1SHCAPS 



(4jpvd 

nose yd 


Before the game you can 
ir players and your venue. 


ie untrained observer all 
vdh §ame variations look very 
^similar, which is probably because 
fethey ARE very similar, with only 
Fsubtle rule variations to distinguish 
them. Basically, your opponent 
passes the ball to you and you just 
have to get past him (or her) and 
score, either with a shot or a slam. 
The variations change the number 
of points you need to win, switch 
fouls on or off, disallow non¬ 
dunks, and rig things so you can 
only shoot when your player is 
standing on a moving cross. 


POtSIHTAT I OH 

▲ Reasonable array of options, but not 
much else. 

BOOPHICS 

▼ Ugly-looking digitised players drift 
around the court. Bland backgrounds 

SBUHO 

▼ Pumping but repetitive basslines, and 
annoying speech. 

purtoiiirr 

T Requires too much effort to get not 
enough fun out of it. 

ISSTABIIITY 

T Very samey from start to finish. 

OVtOAll 

A street basketball game without 
much credibility. 


• BY: mm 

• PRfCE: 

• RELEASE: 

• GAME TYPE: 
•CART SUE: 


S urprisingly, there's not an NBA star to be 
seen in this Virgin baskebtall effort. 
Instead we have a trio of jam-shorted 
South Central homies out on the municipal 
court, each of them trying to prove their supe¬ 
riority in the world of hoops, and each of them 
prepared to put their money where their mouth 
is. Starting with $300 you get to bet units of 
$100 on the outcome of each game; if you win 
you take the money, and if you keep losing 
until you're skint you're out. So, pick a player 
from either Chill ('Quick 'n' Slick'), Roxy ('Long 
Shooter 7 ) or Slade ('Fast 'n' Loose') and pre¬ 
pare to take on your rivals in seven different 
one-on-one competitions. 


SOVE) Chill shoots, but was he standing on the magic cross ? 


0OOMSHAKAUUCALAKALAKAUUCA! 

But even if this wasn't the case Jammit would still be 
a pretty poor game. Like all these one-on-one bas¬ 
ketball games, the action is repetitive and dull and 
doesn't capture much of the frantic excitement of 
playing for real. 

Jammit's digitised graphics are also unimpressive, 
but more annoying is the digitised sound. The play¬ 
ers constantly call out stuff like 'Give it up suckahl' 
and 'Yer not so tough!' and 'Yer goin' dowwwn!', 
though fortunately you can shut them up from the 
options screen. Most annoying of all though, is that 
while they're saying all this you usually are goin' 
dowwwn, by rather a lot of points and there's really 
no easy way of preventing the drubbing. 

If there was more to look forward to maybe it'd be 
worth persevering, but your Basketball Fun glands 
are far better served by NBA Jam. 


(ABOVE) Slick strikes a cool pose in spite of the fact that Chill 
is about to score a penalty which will win him the game. 


TOT (/VMS) 






















Mailbag 


A FLOPPY HAT 


Dear SEAL, 

I've been playing computer games for nine years now and have 
seen the rise and fall of the Spectrum, the growth of the PC and the 
introduction of 16-bit consoles. Now a new age is dawning (sorry) in 
32 and 64-bit technology. But one thing is worrying me: CD. With 
these new super consoles a format has to be chosen, and CD seemed 
the perfect solution - up to 650 megabits of memory per disk and CDs 
are cheaper to make than cartridges. So Sega, Trip Hawkins and Sony 
decided to put their money with CD. This was a big mistake. Compact 
disks are storage devices and are too slow, so you can have amazing 
graphics and Full-Motion Video but what else? Programmers have 
been sucked into the idea that a game with lots of animated 
sequences and FMV will sell, even with nonexistent gameplay. Well, 
they're wrong. The problem is that CD takes a bit of time to find the 
required data for a game. The laser has to move from one point on 
the disk to another. This can take up to ten seconds. Another problem: 
real time 3D is impossible because again the CD is too slow to pro¬ 
duce 3D environments. "So?" you might be saying. "We still have 
FMV." Well, once you have a scene filmed on CD you can't change it 
or "interact" with it. It's like watching a film with gaps. Anyway, what 
I'm getting at is this: well done Nintendo for scrapping the Super CD 
and sticking with cartridge for Project Reality. We all saw the flop of 
the Mega-CD and the CD32 is slowly dying as well. Until CD gets fast 
enough and cheap enough to produce good quality software, it's best 
used for music. Well done Nintendo. 
iririririr 

TEKIN SULEYMAN 
London SE23 

PS How about some info on the Nintendo Game Design School? I 
would ask Gary Harrod, but he scares me. 

PPS (Don't print: My real name is Tekin Suleyman but to hide my iden¬ 
tity I changed surnames with my friend John when sending letters to 
your mag (we sent in some cheats a few weeks back). I just wanted to 
tell you in case it affected this Star Challenge thing.) 

SEAL: This has to be one of the most intelligent and well- 
argued letters to grace NMS in quite a while. Basically, you're 
spot on with just about everything you say and it's with flippers 
flapping that I award you the maximum Five Stars toward the 
great NMS Star Competition. Frankly, you'd be amazed how 
many so-called Industry Experts haven't yet realised what 
Nintendo have known all along - that CD is a blind alley 
because players are too sophisticated now to be fobbed off with 
fancy graphics and crap games. What intelligent mammals like 
you and I want is playability above everything else, and new 
improvements in graphics and sound are purely the icing on 
the cake. As you so rightly point out, the crucial issue is access 
time - and here you have the instant access of cartridge data 
up against the slow speed of CD. It's just no contest, however 
much CD technology improves. To go one step further, 

Nintendo have made the right choice yet again to leapfrog 32- 
bit technology and forge ahead into 64-bit territory, even if this 

CZ ZD 


S harks don't get any stress - they simply eat anything which 
gives them a bad time, they don't have a mortgage to pay, 
and they don't even have to get a job. Unfortunately, the 
books explain, no shark ever gets to live very long; eventually 
he picks a fight with another younger, faster shark and gets 
eaten! Ah well, you can't have it all. Anyway, that's this 
month's fascinating fact out of the way - and if you want to 
share your wisdom with the universe or simply ask about 
games, you know where to come. Fire your stuff in the general 
direction of: HOW MANY HIPPIES DOES IT TAKE TO CHANGE A 
LIGHTBULB? FIFTY ONE - ONE TO CHANGE IT AND THE REST TO 
SHARE THE EXPERIENCE, SEAL'S MANIC MAILBAG, NMS, PRIORY 
COURT, 30-32 FARRINGDON LANE, LONDON EC1R 3AU. 
Remember, I'm dishing out serious stars for anything that's any 
good... 


machines Project Reality's arrival will lag behind its competi¬ 
tors. Check out the CD32 scene right now and you'll see disap¬ 
pointed gamers bemoaning the fact that 32-bit machines just 
can't deliver the processing power they're looking for in 3D 
games. The upshot is plenty of games with snazzy intro 
sequences and limited gameplay. Which would you rather do: 
watch the computer fly a ship through a hundred 3D worlds 
using pre-programmed data or fly through just one "real" 
world in realtime yourself? No contest! Another thing every¬ 
body's failed to mention is reliability - consoles like the Super 
NES last so long without going wrong because they have no 
moving parts. You have to do something stupid like slap a 
cheap converter in and blow a fuse to cause any serious dam¬ 
age. CD machines are notoriously unreliable, and given the 
huge amount of time most serious players spend on their con¬ 
sole something's almost bound to go wrong. 

Anyway, technology limitations aside it's good to know that 
Nintendo realise that playability counts above everything else, 
which means that when Project Reality rolls out we're virtually 
guaranteed brilliant games for a brilliant games machine. And 
with that, I think I need a bit of a lie down. 

PS I would ask him for you, but he scares me too. 

PPS Oh dear. How sad. Never mind. 


MARMITE SANDWICHES 


Dear SEAL, 

I am a new reader to NMS and I must say it is amazing and it is 
very up to date with news and games and your April Fool's joke was 
the best ever and your competitions are the greatest and I am enter¬ 
ing your Star Competition and I would like to talk about Project 
Reality. What is it and when will it be available to the public? Please 
print this letter. 

★ 

MARCUS THOMAS 
Kidwelly, Dyfed 

SEAL: I really don't know why I should, because it has nothing 
to commend it at all. But for some strange reason I took pity on 
this pale excuse for an epistle. Perhaps it was because Marcus 
so desperately wants to win the star prize. Perhaps it was 
because his plea to know more about Project Reality somehow 
touched my soul. Perhaps it was because, of all the letters 
received his was the most simple and straightforward. Or per¬ 
haps it was because a hole appeared at the last minute on this 
page and I had to fill it with some old tosh. I leave you to 
decide 


A BIG NET 


DEAR SEAL, 

Congratulations on a Class A mag. I have just bought a Super 
NES, which means that I am the owner of all three Nintendo systems. 
In last month's edition, you did a caption on the Super Game Boy. Is it 
worth getting? The Project Reality machine is going to be great, but is 
it worth getting when I have got the other three systems? Is it going to 
keep the name Project Reality? It's great to be able to talk to you 
about things like this because my family are clueless when it comes to 
consoles and think I'm a boring git! 

★★ 

IAIN BUCHANAN 
Redhill, Surrey 

SEAL: Unfortunately for you, your family are probably right, but 
never mind, eh? If you check out the extensive Super Game Boy 




feature in this issue all you're questions will be answered, but 
in my opinion, it's only worth getting if you've got a vast selec¬ 
tion of Game Boy carts and could never be bothered to finish 
them on the 3.5-inch black and white screen. I've got about 
four hundred Game Boy carts I'll definitely be getting one, but 
unless you've got at least ten I'd think twice before deciding 
whether to shell out the cash. The more I hear about Project 
Reality the better it sounds, and NMS is planning some very 
special features on this new technology in future issues - so 
keep your eyes open. 


A STUPID LITTLE STOOL 


A TIN FULL OF HOOKS 


Dear SEAL, 

I would like to take this chance to let you in on what happened to 
me today. I was drawing a picture of Kirby eating marshmallows when 
a person who remains nameless came to my desk and said "Why are 
you drawing that sad blob in your book?" Now I feel I must take him 
to court and sue him to help make Kirby's fun world. And I vote that 
John Major should build statues to Kirby in every town. Stay fluffy 
★ 

PHILIP BUNDY 



Dear SEAL, 

I have bought your mag since Issue 1 and I have slowly watched 
you ruin it. Please would you listen to the people who buy your mag 
and bring back the NMS Charts and the Nindex as these were great. 
Also, I have some ideas of what you could include in your mag: 

1. A gossip page. 

2. A Golden Oldies page. 

3. An NMS cartoon page. 

4. A gallery page. 

Please listen to me as I know a lot of people who want the Charts and 
Nindex back. 

JAMES HOBSON 
Cheltenham 

SEAL: Is it just me, or have you had a Reality Bypass recently? 
Each and every one of your suggestions has already appeared 
in NMS, namely: 

1. Gary's Gossip. 

2. The special NMS features on games and their forerunners. 

3. The Adventures Of NMS (well, we did it once). 

4. The Kipper Kollection. 

However, I do take your point about Charts and 
Nindex. We dropped the charts after one of our 
reader surveys showed that nobody apart from 
yourself seems to give a damn about them. 

Now that they're gone, quite a few people 
have realised what they're missing and written 
in to complain. We can always bring them back if 
demand is high enough, and perhaps the reader 
survey in the last issue will show that people have 
had a change of heart. We take these surveys 
extremely seriously, and every single concern which 
they throw up we try to deal with. Exactly the same 
story is true of Nindex, although we've always 
planned to bring it back occasionally rather than use 
up six or eight pages of every issue regurgitating the 
same stuff. Still, if enough of you really want it every 
month you can have it every month. It's as simple as 


Orpington , Kent 

SEAL: I understand completely. Just the other day I was draw¬ 
ing a picture of Kirby trashing a ship full of trawlermen when 
this carp sidled up and asked what I was doing. "I'm drawing a 
picture of Kirby," I explained patiently. For some reason he 
thought this was hysterically funny, and floundered this way 
and that in helpless mirth. "What are you laughing about," I 
asked, somewhat annoyed. "You're a Seal," he chuckled. 
"Everyone knows Seals can't draw for toffee. Besides, you're 
fifty feet underwater and the paper's gone all soggy." Well, he 
thought himself tremendously funny, and went on laughing for 
a good twenty seconds before I ate him. As I recall, he made a 
rather fine snack. Who says artistic endeavour shouldn't be 
encouraged? Keep those pictures coming in! 


Dear SEAL, 

We all know Streetfighter 2 is the best beat 'em up ever with bril¬ 
liant graphics, sound and playability. But there's one thing that really 
gets me angry. It's that Capcom have made six Streetfighter 2s: 
Streetfighter 2 The World Warrior, 

Streetfighter 2 Champion Edition, 

Streetfighter 2 Championship Edition, 

Streetfighter 2 Turbo, 

Super Streetfighter 2, and because that's so slow... 

Super Streetfighter 2 Turbo. 

The next one will probably be Super Streetfighter 2 Hyper 
Championship. Come on, why don't they just make Streetfighter 3 
instead of carrying on with Streetfighter 2? What do you think about 
this? 

X 


HOOKS 


A THERMOS FLASK 


(ABOVE) Pretty good, eh! 

Still, you only get to see 
the pictures, we had to read 
Andrew Abbots’ rotten joke too. 

Any more like that, Andy, and you're 
out for good! No stars for you! 


STEPHEN BENNET 
Solihull , W Midlands 

PS Could you please print this? 

SEAL: I think the Streetfighter series has gone on long enough. 
In fact I wrote to Capcom on this very point, putting forward my 
plans for the new Sealfighter 2 series. Basically, you have just 
one character to choose from - me - because nobody else is 
worth a light. Then you flop onto the screen and kick the cack 
out of everyone else and save the world before banging off the 
answers to a few inane letters every month. In fact, I want 
some pictures to help illustrate the game - so get those 
Sealfighter piccies in now! 


Dear SEAL, 

I read your latest edition of NMS and I agree about Kirby. Instead 
of Mr Blobby there should be a Mr Kirby. Kirby's name should be on 
the Hollywood Walk Of Fame. There should be cartoons of Kirby's 
Dreamland and other Kirby games. Also, Kirby's face should be on Mt 
Rushmore. Like you said, the government has plenty of money so why 
don't they use it on Kirby? 

* 

SEAN DUNDERDALE 
Sproughton, Suffolk 

SEAL: Actually, have you noticed the striking similarity between 
Kirby and John Major? All he would need to do is puff his 
cheeks up and nobody could tell the difference. 




ANGLING TIMES 


Dear SEAL, 

We are writing to you to praise your mag, which has recently 
helped us in our work at school. Our teacher told us to write about 
our favourite things and we wrote about the Super NES. Your maga¬ 
zine was especially helpful. We both got top marks and we were 
asked to do a presentation in front of our school. It went very well and 
now half out school is buying NMS - the best mag on the market. 

Keep up the good work! 

DAVID AND JAMES MARSHALL 
Faversham, Kent 

SEAL: Funny you should mention this. Just the other day I was 
invited to give a lecture at a local school on my favourite sub¬ 
ject: "The Underwater Identification Of Shellfish And Their 
Annual Migration Techniques." It was my standard seven-hour 
lecture on the subject, at the end of which I discovered that the 
hall was completely empty. Obviously they'd all gone off to the 
beach to put their newfound skills into practice, and couldn't 
wait for the lecture to end. Isn't education great? Next week 
I'm doing "Crabs - An Itch You Can't Scratch?" which should go 
down a storm... 


WE’RE IN-CENSORED! 


This month's Mailbag was stuffed with so many letters on video game 
censorship I've hardly had room to swing a kipper. Here's a small 
selection of them, chosen because they highlight the worries and con¬ 
cerns that so many of you have "expressea" in one v/ay or another. 
Take it away... 


Dear SEAL, 

I would like to share my thoughts on censorship and the Mortal 
Kombat saga. I think that if a kid is properly brought up he will be 
able to distinguish between video games and reality. There are so 
many disappointed Mortal Kombat owners out there annoyed with 
censorship, and as soon as games are rated I think the system will 
become worse. Younger kids will just have to get their parents to buy 
a game - what's the difference? I think the answer lies with educating 
the public, not censoring great games. Excessive blood and gore is 
often great fun and I think censorship won't work. 

Jric 

FREDDIE D'ALQUEN 


Farnborough, Hampshire 



SEAL: Your point about educating the public is a good one. As 
they stand, video games aren't excessively violent, and in my 
opinion today's home consoles simply aren't graphically 
advanced enough to deliver shocking images. However, the 
next generation of machines certainly will be, and some form 
of censorship will probably be a good thing. However, simply 
banning people from playing games that self-righteous people 

deem unacceptable is no answer. 

\ V i What I'd prefer to see is some 

v form of regulation within the 

games industry itself, so that peo- 
/! ) pie looking for a fast buck by 


supplying excessively violent pap 
simply can't get a foothold in the 
business. I'm a game fan 
because I like playing games, 
and I don't consider Mortal 
Kombat any more violent than 
any comic book anybody could 
go out and buy right now. 
Taking the vi 


leo games censor- 

B ship issue to extremes smacks of 
double standards, and person- 
5$^ ally I think the games industry 
has shown a great deal of 
restraint up to now. What do 
you lot think? 


(LEFT) Paul Burrow demonstrates his 
incredible artistic talent and great 
sense of timing. Super NES Mortal 
Kombat II is here at last! 



(ABOVE) Waagh! Rhonda Bingham's Street Fighter II Turbo 'tableau' is incredi 
ble! How about sending us one of Super Street Fighter II, Rhonda? 


Dear SEAL, 

I'm writing to you about something which has annoyed me for 
weeks without end. What is it? It's those sad, low-life people who 
haven't got anything to do but moan and moan about video game 
violence. Do they think we're mad? Do they think we're going to turn 
into a dragon and chop someone's head off, like Liu Kang? Do they 
think we're going to blow things up, like Bomberman? I don't think 
so! Do they want us to stay in and play games rather than stay out 
and be street hooligans? The choice is theirs! 

WAI FOON WONG 
Forgothisaddress 

PS Long live Kirby! 

SEAL: You make the point very well. Of course video games are 
entertainment, and nobody with any sense sees them as any¬ 
thing more than that. In simple terms, it's not the violence that 
counts for anything - it's the gameplay that really counts. Can 
anybody think of a more harmless video game than Kirby's 
Dream Land? Well, it outsells many beat 'em ups ten to one! 
Long live great games! Long live Kirby! 

Dear SEAL, 

Nobody has to explain what's so great about video games. Just sit 
down in front of a Super NES, shove a Mortal Kombat cartridge into 
the slot and your body, mind and soul are gone into a virtual video 
fighting world with a message. Mortal Kombat looks like a brutal kick 
and punch game. The bloody live action video technology used in the 
game scares the hell out of parents - they think the game communi¬ 
cates the message that the only way to be empowered is through vio¬ 
lence. This is not true. Mortal Kombat is the technical extension of 
meditation. 

Mortal Kombat contains the wisdom of the Eastern fighting monks. It 
has nothing to do with violence. It i$ a mind thing. The mind is 
stronger than the body. Western culture is built on the message that 
the only way to be empowered is through violence. That's why some 
people dis the game. Mortal Kombat shows the human player he has 
the ability to learn - he has transcendental innerdrive. For example, to 
become a Mortal Kombat superior warrior, skilled enough to win the 
title of Grand Champion, you must learn Special Moves. Mastering 
these Special Moves will make you the fiercest and most ferocious 
Mortal Kombateer on Earth. What is being pursued is not just a score, 
but an altered state. You are on a Mortal Kombat trip. 

FERDINAND TUINMAN 
Zuidlaren, Netherlands 

SEAL: Oh dear. Here we have what's commonly described as 
The Other Side Of The Coin. If the censorship lobby needed any 
ammunition with which to prop up their ludicrous and high¬ 
handed cause, they need go no further than this shining exam¬ 
ple of game playing sadness. Here is a person who probably 
lost touch with the real world long before he picked up a joy- 
pad. Naturally, he has every right to his opinion - however 
unfortunate that may be. One way or another, it looks as if the 
whole censorship issue is going to rage on. Drop me a line with 
your comments on the whole issue and I'll print the best right 
here. 
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CROSSFIRE 



L adies and gentlemen, I bid you welcome to another jamboree of inquisition 
and explanation, that world-famous combination of initial letters, NMS 
Q&A. This is the place you'll find the mysteries of all things Nintendo unrav¬ 
elled before your eyes, and maybe learn a few things you didn't know. Normally 
I'd fill this intro with some sort of inane banter designed to fill a hole which 
nobody ever reads anyway, but this month there are so many questions gagging 
for answers that to waste the space would simply be a crime. So, pausing only to 
give you the address to write to - GO ON TIM LAD, ANSWER THIS ONE THEN, 
Q&A, NMS, 30-32 FARRINGDON LANE, LONDON EC1R 3AU - may I humbly pre¬ 
sent this month's splendid selection of problems, complete with their solutions. I 
thank you. 


© 

MONEY HONEY 

%■■■■ Dear Tim, 



Dear Tim 
Please answer my questions: 

1. Which should I buy out of these: Cool Spot, 
Mario Is Missing, Tiny Toons or 

Zelda? 

2. Which do you think I should buy when it 
comes out: Super Streetfighter or Mortal Kombat 
2 or should I buy Clayfighter instead? 

3. Will Jungle Book be worth buying when it 
comes out? 

4. Do you think the cost of Super NES games is 
too high? 

5. Do you think something should be done 
about it? 

WLEE 
East Yorks 



TIM: 1. Zelda, Tiny Toons, Cool Spot and 
Mario Is Missing - in that order. 

2. Watch NMS for the full Previews and 
Reviews and wg'll tell you which is the best. 
You should only buy Clayfighter if you're a 
diehard beat 'em up fan with cash to spare. 

3. If you're a Disney fan, you'll love it. I'm 
not, so I don't. 

4. It has been. 

5. It's already happening. Game prices are 
tumbling and you can now buy the likes of 
StarWing for less than 20 quid. If you 
haven't already got it, it's a good buy. 





TIM:1. As a stand-alone title, it's doubtful. However, we did hear 
rumours that Nintendo may be planning a Zelda All-Stars type package, which 
would presumably include Link's Awakening. No confirmation, though. 

2. Actually, Link's Awakening is Zelda IV, so I presume you mean Zelda V. The 
word is that Nintendo will be creating a Zelda game for Project Reality, 
although whether they'll be another Super NES outing for Link before then 
remains to be seen. 

3. Very unlikely, which is a shame because I thought hand-held Lemmings was 
superb. 

4. Mario Land 3 is Wario Land, and it's Out Now. 

5. I sincerely hope so. The day you hear a load cheer and feel a small earth¬ 
quake coming from the direction of NMS Towers, you'll know it's arrived. 

6. Mario Land 1, by a long sea mile. 

7. Secret Of Mana, by two very long sea miles. 

8. Negotiations for an official UK release are 
still ongoing, but you can buy the American 
version on import and that's what I suggest you 
do. 

9. Now there's a question. There are two rea¬ 
sons: firstly, there's a sort of time travel ele¬ 
ment contained within the game - although it's 
hardly Back To The Future stuff. The second 
reason is more simple: it sounds nice and 

snazzy on the box. Let's face it, the alternative would have been something 
like Legend Of Zelda - Link Runs About Some More And Saves The Land Of 
Hyrule Which Not Many People Have Heard Of. Which would you buy? 


DADOORONRON 


Dear Tim, 

I wonder if you can help me? I bought the brilliant 
Secret Of Mana a couple of months ago, but when I 
use the cart over at my mate's house and then take 
it home all the gamesaves are erased. When I take 
it back to his place all the saves are still intact. 

What the hell's going on? Can you shed light on 
this problem? 

IAN THOMPSON 
Winchester , Hants 


AS 


TIM: You don't say whether one of you has an 
import machine, which could well the problem. 
If so, they'll be running at different speeds 
and your machine won't be able to read the 
data saved using your mate's Super NES. 
Actually, you can think yourself lucky - I've 
known some converters to wipe out saved data 
completely. 


Please could you answer the following questions about the Super NES and Game Boy? 

1. Is Link's Awakening coming out for the Super NES? 

2. Is there going to be a Zelda IV? 

3. Will Lemmings 2 come out for Game Boy? 

4. When is Super Mario Land 3 coming out for Game Boy? 

5. Is there going to be a Mario Kart 2? 

6. Which should I buy for my Game Boy: Mario Land 1 or Alfred Chicken? 

7. Do you think I should get Secret Of Mana or Mr Nutz? 

8. When will Secret Of Mana be released for Super NES? 

9. Why is Zelda: A Link To The Past called Link To The Past? 

MICHAEL CIANCIA 
Brixton 


(NMS) 106 


























AT THE HOP 


Dear Tim, 

I'm writing to ask about a serious matter. Two friends and I are 
designing and programming a demo of an RPG. We're quite seri¬ 
ous about it as well as enjoying designing it, so we've made notes 
and gone into great detail about the puzzles and castles. We are 
-using famous music in the game, for example the Storm 
Movement from the William Tell Overture is used for the final 
boss, and Hall Of the Mountain King is used for an unfriendly vil¬ 
lage. We intend to send the designs and demo to a publisher in 
t the hope of getting it released. However, we are unsure of a few 
J matters. Please could you tell me: 

1 . Which company or companies do you recommend we send the 
j game to (ie which companies would be most likely to accept?) 

; 2. Would we get any money as well as the thrill of getting it pub- 
j| Ijshed? 

3. Is it worth sending to Nintendo or would they reject it because 
,v t they already produce the Zelda games? 

4. Would we need to copyright it so that they can't just produce it 
f without so much as a thank you To us? 

5. Could you please give us the addresses of the companies which 
i would be most likely to accept? 

6. If we do need to copyright the game, how much would this 
cost? 

• Thanks a lot. Who knows, with a bit of luck you could be playing 
pour game in a while! (Or maybe not). 
f BERNARD GORMAN 
Dublin 


□I 


I TIM: 1. The first thing you've got to realise is that it's going 
to take a lot of commitment to get your idea to the market, 
however good it is. You could see this as part of the fun, 
though - provided you don't bank on anything. I'm not 
going to recommend any specific company to you because if 
you do the legwork you'll be able to work it out for yourself. 
pf.ook through past issues of NMS and ask yourselves which 
^companies only produce "guaranteed seller" licenses and 
H which are prepared to take risks. Then ask yourselves 
^/Whether or not you like their games. Jhis may sound harsh, 
?Sbut if you're not prepared to go to all this trouble your 
Aflame probably isn't worth it. However, if you think it is you 

P hould move heaven and earth to get it published! 

. If your game is marketed and you don't get any cash, 

^ you'll have been seriously ripped off. Normally you could 
^expect a small percentage of the price of every copy sold - 
and for a hit game that could be big bucks. Some compa¬ 
nies may try to buy your idea for a flat fee, but you could 
end up with a lot less in the long run. 

3. They wouldn't reject it because of Zelda. They'd reject 
your idea for one of two principal reasons: either it was a 
rip-off of something else or it was crap. 

4. Most definitely. Don't send anything to anyone until 
you've taken a few simple precautions to prove the date of 
t your idea. Namely, make a photocopy of everything you're 
f going to send to any publisher (including the letter to them) 
and put it into an envelope. Seal the envelope and, leaving 
| the front of the envelope clear, address it to yourselves on 
the back - making sure that the stamp goes over the enve-r 
■lope's seal. Mail it and wait for it to come back. With a bit of 
; luck the postmark will go right over the stamp and there¬ 
fore over the seal, making it impossible to open without 
spoiling the postmark. Don't open the envelope and put it in 
Wp safe place. (If you want to make double sure, get some- 
- body professional like your headmaster to witness all this 
||qnd sign the envelope, giving the date. He or she will be 
liappy to do it.) Then, and only then, send off your stuff to 

S he publisher(s) - informing them that you've protected your 
copyright. This isn't a failsafe method of protection, but it's 
^generally accepted as the best you'll get without spending a 
^fortune on legal advice. 

||5* See Answer 1. 


16. See Answer 4. 


GOOD LUCK! 


WILL YOU STILL LOVE ME? 


Dear Tim, 

Please answer these questions. 

1. Please could you tell me why Nintendo gave Acclaim the rights to 
release Pitfighter as I think it's crap. 

2. Will there be a Mario Kart 2? 

3. Is there any information on Streetfighter 3? 

4. Do you think Tuff E Nuff is worth buying brand new? 

5. Are there as many combinations in Tuff E Nuff as there are in 
Streetfighter 2? 

6. Will there be a Zombies 2? 

7. Why is NMS so fantastic? 

CEVIN TURNER 

Leicester 


TIM: 1. Hmm. Originally Tengen had the rights to Pitfighter, but 
seeing as they had a big ruck with the Big N a few years ago 
they probably had to sublicense. Stacks of complete rubbish 
was released at around that time, and Pitfighter was just one 
of many putrid titles which disgraced the gaming world. 

2. Look, the second we know this we promise to print every¬ 
thing we know - whether anyone's asked or not. NOW WILL 
YOU PLEASE STOP ASKING THIS! 

3. None whatsoever, apart from a chat I had about a year ago 
with one of the Streetfighter designers who said it would be 
completely different and take everyone 

by surprise. 

4. Six months ago I'd have said so, but it's very dated now. If 
you've got Streetfighter and/or Mortal Kombat and can't wait 
another second for another fighting game, get Turtles 
Tournament. If you can hang on, get World Heroes 2 because 
that's S-M-A-R-T. 

5. Not quite as many, but more than enough - provided you 
can put up with the relative slowness of the game. 

6.1 haven't heard any firm plans, and this brilliant game didn't 
sell as well as it should have, so it's very hard to say. 

7. That would be telling. 




DUKE OF EARL 


Dear Tim, 

I've recently bought a Super NES and I've got a few questions to ask 
you. Please can you answer them. 

1. Is it possible to connect my 
Super NES to the Dolby amplifier 
of my home cinema system? 

How? 

2. Which is the best joystick to use 
for beat 'em up games? 

3. Where can I get it and how 
much? 

4. My friend told me you can get 
stereo Super NES games. Is this 
true? 

5. Which games? 

6. Which is best: FIFA, World Cup USA '94 or World Cup Striker? 

7. Is Lethal Enforcers any good? 

8. Should I get Mortal Kombat now or wait for Mortal Kombat 2? 

9. How about World Class Rugby? 

Thanks. NMS is the best! 

DESMOND ONG 
Abingdon , Oxon 


TIM: 1. Most console shops sell a lead for around £15 which 
plugs into the EXT socket on the back of your SNES and termi¬ 
nates in three phono plugs (like the ones which go into the 
inputs on your amplifier). One plug is the video signal which 
provides a similar quality picture to the one that comes out of 
the standard aerial lead, if your TV has the correct video input. 
The other two plugs (the red and white ones) are the left and 
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LUCILLE 


Dear Tim, 

Answer these questions 
please. 

1. Will the Super NES Game 
Boy converter be compatible 
with all games or just selected 
ones? 

2. Are you sure Samus is a tart, not a bloke? 

3. Will Super Streetfighter on the Super NES 
include Turbo features like when you finish 
someone off with a Special Move and you see all 
those lovely Land Of The Rising Sun things? 

4. This is a bit harder. Will you be able to gun 
down Player 2 in StarWing 2? (Like, can you 




awa’ 


PONY TIME 




right stereo outputs which go into the respective terminals on 
your amp. Remember that not every SNES game produces a 
Surround effect, but the amp will probably have a go at send¬ 
ing different frequency sounds out of different speakers, creat¬ 
ing some interesting effects! This lead is a worthwhile purchase 
even if you don't have a home cinema setup, because nearly all 
SNES games sound 500% better when they're running through 
a stereo. 

2. If you want my opinion, the original Super NES joypads can¬ 
not be beaten. However, if you insist on a joystick then 
Capcom's Arcade Power Stick is the best, although it's pricey. 

I've got one and never use it. Ascii do some decent sticks, and 
quite a few shops supply them. 

3. For Capcom's stick you have to go to a mail order suppli¬ 
er. Console Concepts may still have a few. 

4. Your mate is a doughnut. They're ALL in stereo because 
the Super NES has stereo sound. 

5. Every bloody one of them. 

6. In my opinion. World Cup just gets the vote. Just. It's the 
most playable but graphics are tiny. If you want a showoff 
game with great graphics and plays just a shade less well, get 
FIFA. There's not much between them all. NMS rated World Cup 
at 93 per cent and FIFA at 92, which shows you how close it is. 

7. Yes, apart from the fact that there's no blood and that it's pricey with the 
Justifier light gun. Fine game, though. Konami have just released a western 
theme follow-up in the arcades, which could well make its way onto Super NES. 

8. If you can bear it, I'd wait for NMS to review Mortal Kombat 2. All the 
signs are that the conversion is going to be great, but you never can tell... 

9. I liked it. It's very faithful to the sport and surprisingly playable. You do 
need to be a fan, though. 


Dear Tim, 

1. Which should I buy: NBA Jam or Turtles 
Tournament Fighter? 

2. Is Super Bomberman 2 going to be a good 
game? 

3. What do you think is better: Striker or Striker 2? 

4. What's the best driving game on Super NES? 

5. Is there going to be a sequel to Zombies? 

6. If so, when will it be released? 

DARREN COLEMAN 
Greeford, Middlesex 


TIM: 1. They're both brilliant, but for two- 
players NBA wins the day. 

2. Oh yes. Yes, yes, yes. 

3. If you mean World Cup 
Striker, it's definitely an 
improvement over the origi¬ 
nal. 

4. Mario Kart by a long sea 
mile, followed by F-Zero by a 
short sea fathom, followed by 
Nigel Mansell's Grand Prix. 

5. No details yet. 

6. Again, nullus detailus. 


THE TWIST 


Dear Tim, 

Could you please answer this bunch of questions 
because it's my second letter. 

1. How much will Star Trek Next Generation cost? 

2. Will Deep Space Nine appear on the Super 
NES? 

3. Which is the best game on Mario All Stars? 

4. In the Jurassic Park instruction book on the 
Game Boy it says there is a cheat mode. What is it? 
JAMES CARROLL 

Liverpool 


1. I've been unable to find out exactly, but I think it's E40-E45. 

2. Oh yes. Watch this space. 

3. Mario 3 - it's still regarded by many as The Greatest Game Of All Time. 
It's certainly right up there with the greats. 

4. We covered this in Small Tips a while ago. If you can't be bothered to 
look forit, I can't be bothered to repeat it. 
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MPUTER AND VIDEO GAMES. OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25. 
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3D TRANSFOR 
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(ABOVE) A stealth bomber 
looky-likey lobs a dia¬ 
mond-shaped bomb into 
the face of our plucky 
Battle Unit (in Sonic Jet 
mode , actually). 


CCS 


3D PUZZLES! 


(ABOVE) The Land Burner roves over the surface of 
Mogmemo, the fourth planet in the game. 


The objective on each level is to 
retrieve the segments of the Al Core, 
and doing that isn't just a matter of 
blasting till your fire button falls off. 
Certain essential objects can't be 
reached until you've unlocked protective 
shields, so you need to hunt down keys 
on the surface and in hidden under¬ 


ground tunnels. 

Traps galore lurk everywhere, 
though. Watch where you drive when 
you're on the surface as giant man-traps 
spring out of the ground. The walls of 
the underground passages are lined with 
slamming gates which can chop energy- 
starved Battle Units in half! 


puts the wind right up you when you get a mis¬ 
sile flying into your face (as in the pic at left)! 
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(ABOVE) When you're underground the view¬ 
point switches to a first-person perspective. It 


(LEFT) The Land 
Burner has pretty 
amazing suspension, 
which is just as well 
because it has to leap 
across these disintegrat¬ 
ing stepping stones or risk 
tumbling into oblivion! 


(LEFT) The 
Land Burner is 
speedy but 
hard to steer. 


(ABOVE) Move onto the 
magic M-Pad at the end of 
each stage and your pal in 
the mother ship comes 
down , grabs you in its pin- 
cer-like limbs then carts 
you off to the next stage. 




(ABOVE) 

Stomp! stomp! 
stomp! goes the 
Walker as it 
marches down 
the causeway 
on the Trantor 
level. Boom! 
boom! boom! 
go the Aki-Do 
ships , as the 
homing missiles 
slam home! 


P shaw! Other mags attempt to fob you off with a few 

screenshots, but leave it to NMS to come up with the full 
story on this awesome Super FX 2 game, programmed by 
Argonaut software and coming soon on the Sony label! 

This is just a taster of what NMS saw when we visited 
Argonaut's offices for the first real, in-depth look at Vortex (nee 
Citadel) and played this future classic for ourselves. Watch out 
for even more info next month! 


(ABOVE) The target cursor has locked 
on to something! Now launch missiles! 


(ABOVE) An on-screen map helps you 
work out where the hell you're going. 





































































(RIGHT) With deft 
control pad opera¬ 
tion you can actu¬ 
ally pan the view 
around the Battle 
Unit to check 
what's creeping 
up from behind. 
Also , the screen 
automatically 
zooms in and out 
to encompass as 
many nearby tar¬ 
gets as possible. 
Not bad, eh? 


SOVE) Blammo! A Crystonian bad- 
die catches the Walker with a missile! 


(LEFT & RIGHT) 

It's danger all the 
way in the Vortex , 
which runs from the 
Deoberon system to 
Aki-Do. You have to 
travel it both ways, 
as you warp to Aki- 
Do at the start of 
the game , grab the 
bits of the core , then 
warp back to 
Deoberon. 
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(/ }VE) Kabooma! The Sonic Jet goes 
down in a ball of flame. 


(RIGHT) The 
Sonic Jet 
streaks across 
the plains of 
Cryston. 


BLASTING! 


The idea of the game is to revive the Deoberon 
system's intelligence centre, the Al Core, recov¬ 
ering the component parts from marauding 
hordes from Aki-Do who are using a vortex in 
the space-time continuum to deliver attack 
ships from their distant bases to the surface of 
Deoberon's planets. 

The new, improved Super FX 2 chip installed 
in the Vortex cartridge provides the SNES with 
the processing power to create six 3D worlds for 
the player to roam in any direction he wants. 
While you're roaming around in all directions 
your Battle Unit is constantly harassed by all 
sorts of Aki-Do spacecraft, aircraft and ground 
attack vehicles. The Battle Unit, though, is a 
heavily-armed fighting machine (as it's name 
suggests), which has the super bonus ability to 
transform into four different units to best cope 
with different situations. It can also mount lots 
of different types of artillery on the weapon 
pods on its arms, so if you can find supplies you 
can load up with rockets, guided missiles, lasers 
and armour-piercing shells. 

(RIGHT) That was 

close! An Aki-Do k ~ 

craft gets a missile 

in the gob. Wt.’JS 


Each of the 

Walker's arms can carry 
a different weapon. 


With the Battle System, you 
don't just get one ship to 
fly/drive around in - you get 
four! With a push of a button 
the Battle System transforms 
from a multi-function Walker 
robot to the fast but hard-to- 
control Land Burner. Another 
press converts it into the Sonic 
Jet, which not surprisingly, flies 
over the landscape at high 
speeds, burning up fuel like it was 
going out of fashion. One more 
prod of the SELECT button takes 
the Battle System into Hard Shell 
mode, in which you find yourself 
controlling a slow but nigh-on 
invulnerable ground vehicle. 


(BELOW) That was 
too close! Time to 
start again. 


(ABOVE) The Hard Shell rumbles down the causeway 
Trantor „ practically impervious to enemy fire. 
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BY: NINTENDO 
FORMA'I: SUPER NES 


muil fjiuycia. i iuuicih is me 

hunt is soon over. 


liY: TITUS 

I ORMA’I : GAME BOY 
Ri 11 AM : OUT NOW 

Even with so many strong 
Game Boy titles around at the 
moment, Monster Max asserts 
his strong position as a much 
sought after kind of guy. 
Advance orders for this excel¬ 
lent puzzle-based adventure 
are surely mounting up. In 
fact, at this stage, it's proba¬ 
bly wiser to obtain a tent and 
go camp outside Dixons in 
the hope of being first in the 
queue. 


■N1ERNATI0NALI 
SENSIBLE SOCCER 
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BY: SONY 

FOB//AT: SUPER NES 

FFI.F7.rT:: OUT NOW 

A new limited edition of Sensible Software's 
topper football game is out »n June. Basically 
it's the same cool game as before but with 
World Cup data included. Teams, groups, 
players and first and second strips are all 
there for your enjoyment so if you re a des¬ 
perate, mad, can't-get-enough-of-World- 
Cup-football-type person and you haven't 
got the original Sensi-Soccer cart In your col¬ 
lection seek this one out with all due speed. 


kl I TAM : OUT NOW 

This is a final warning: Buy Super Metroid 
or suffer the consequences. Yes SUFFER, 
because if you don't own a copy of Super 
Metroid by the time our in-depth guide 
begins next month... well it'll be ruined 
for you - RUINED that's all! Not really. It's 
impossible to ruin Samus Aran's colossal 
new adventure because it is classic 
Nintendo through and through. There 
isn't a more enjoyable platform adventure 
on the Super NES or any other console 
format. Do without a Christmas present 
this year if necessary but you must have 
this! 


























GAME-TEK 

SUPER NES 
OUT NOW 

Killer instincts are tamed, contained then 
let loose in a chilling two-player battle- 
tank simulation. It looks barren and there 
are certainly more impressive looking 
titles on the market, but once players are 
caught up in the seek and destroy nature 
of Spectre there's no substitute. 


NINTENDO 

Bullet Proof are treading on dangerous 
ground with Tetris II: They risk offending 
Tetris purists ( "can't beat the original, you 
know") and confuse the rest of us when they start 
chipping away at the edges and adding neat little extras 
in trying to create something new. Tetris II is an excellent 
puzzler, but doesn't command the same respect as its 
predecessor. Can't beat the original, you know. 


UBI SOFT 

SUPER NES 
OUT NOW 

Though it's strange that any¬ 
one should produce a console 
Volley Ball game, Hyper V-Ball 
does extremely well at convinc¬ 
ing players that the effort is 
worth the while. There is defi¬ 
nitely a place for more sports 
based titles on the Super NES 
and, in so far as Volleyball is 
concerned, Hyper V-ball has it 
covered. Give it a go. 


























...NMS delivers everything a Nintendo player could wish to read about their 
favourite console. If it’s hot we’ve got it. If it’s not - we do too. 

There’s no reason to buy any other magazine. You know it. 

NOTHING, NOTHING CAN PREPARE ¥011 

FOR ISSUE 

OF NINTENDO MAGAZINE SYSTEM 

Out op August 19th, priced at onh £2.25. 
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ALL GENUINE UK VERSIONS 
SUPER NES MARIO ALL STARS PACK 
WITH SUPER MARIO 1, 2 AND 3 
AND LOST LEVELS 1OO 

GAMES. 1 CONTROL PAD. 

FREE SCOPE 6 LIGHT GUN AND 6 GAMES 

-■ ■ ■ PACK WITH STARWING AND 1 CONTROL PAD 95.99 
SUPER NES FIFA SOCCER PACK WITH FIFA SOCCER AND 1 CONTROL PAD 114.99 

NEW LOWER PRICE 

SUPER NES STREETFIGHTER TURBO PACK 
WITH STREETFIGHTER 
TURBO AND ONE 




NINTENDO SCOPE 6 

LIGHT GUN AND 
6 GAMES.39.99 

OR FREE WITH EVERY 
SUPER NES MARIO 
ALL STARS PACK 

(WHILE STOCKS LASTS) 


FREE 16-PAGE COLOUR 
CATALOGUE - JUST ASK 


CONTROL PAD 
FOR A PIXEL PERFECT PICTURE 
CHOOSE A SCART TELEVISION 



if > 
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SONY KVM1400 
14” FST COLOUR 
TV/MONITOR WITH 
REMOTE CONTROL. 
60 CHANNEL TUNING, 
REAR SCART INPUT, 
HEADPHONE SOCKET, 
TWO POSITION TILT, 
BLACK TRINITRON 
SCREEN, LOOP AERIAL. 

FREE SCART LEAD 

(STATE SNES, AMIGA. ST, MEGADRIVE OR CD32) 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 244.99 


ROCK & ROLL RACING MARIO ALL STARS 

37.99 39.99 


ADDAMS FAMILY.:..29.99 

ADHAMS FAMILY 2.29.99 

At VENTURES OF DR. FRANKEN 34.99 

AE! O THE ACROBAT .39.99 

AGtJRI SUZUKI FI RACING .29.99 

ALADDIN .41.99 

ALIEN 3 .43.99 

ALIEN VS PREDATOR •.38.99 

ASTERIX.39.99 

B.G.8.29.99 

BARKLEY SHUT UP AND JAM! • ..32.99 

BATMAN RETURNS .26.99 

BA i ; LETOADS IN 

BAT LEMANIACS .29.99 

BOV TIG LEGENDS OF THE RING 41.49 

BRIT T HULL ICE HOCKEY .49.99 

BULGY BOBCAT.33.49 

BUGS BUNNY .41.99 

CA1. ; ; !PKEN BASEBALL .39 99 

CAPTAIN AMERICA.39.99 

CHAOS ENGINE •.43.99 

CHf.SMASTER .37.49 

CHUUK ROCK .24.99 

CLA TGHTERS . 41.99 

CLIP HANGER.29.99 

COCi. SPOT .37.99 

CYBERNATOR.34.99 

DAFFY DUCK - MARVIN MISSIONS 39.99 

DENtAS .29.99 

DESERT FIGHTER .39 99 

DESERT STRIKE .39.99 

DRACULA .24.99 

DRAGON •.40.99 

EQU! iOX .39.99 

FI POLE POSITION.39.99 

• ~IFA SOCCER • 

FIF^ OCCER .36.99 

FIRT SAMURAI .44.99 

FLASHBACK.39.99 

FLIN STONES • .39.99 

GPl .34.99 

HUD3 JNSOFT VIRTUAL SOCCER 40.99 
INC DIBLE CRASH DUMMIES ...43.99 

INCf iDIBLE HULK • .42.99 

JIMf Y CONNORS 

PRC ENNIS TOUR.34.99 

JOK MADDEN 93.19.99 

JUN .EBOOK* .40.99 

JURASSIC PARK. 39.99 


KEVIN KEEGAN PLAYER MANAGER 40.99 

KICK OFF 3 .44.99 

KING ARTHUR’S WORLD .39.99 

KRUSTY’S FUN HOUSE.19.99 

LAMBORGHINI.34.99 

LEGEND OF THE MYSTICAL NINJA 38.99 

LEMMINGS.38.99 

LEMMINGS 2.39.99 

LETHAL ENFORCERS (+GUN) ...64.99 

LOST VIKINGS.33.49 

MADDEN NFL ’94.41.99 

MARIO ALL STARS.39.99 

MARIO PAINT WITH MOUSE.49.99 

MECHWARRIOR .43.99 

MEGA MAN X *.32.99 

MEGALOMANIA .43.99 

MICKEY’S MAGICAL QUEST .41.49 

MIGHT AND MAGIC 2.53.99 

MORTAL KOMBAT .32.99 

MRNUTZ .36.99 

MYSTIC QUEST .33.49 

NBA ALL STAR CHALLENGE .36.99 

NBA JAM .50.99 

NFL FOOTBALL .40.99 

NHL ICE HOCKEY ‘94.41.99 

NHLPA 93 ICE HOCKEY .24.99 

NIGEL MANSELL'S WORLD CHAMP 33.49 

OUTLANDER.42.99 

PACATTACK- .32.99 

PEBBLE BEACH GOLF .41.49 

PGA TOUR GOLF.19.99 

PILOT WINGS .33.99 

PINBALL DREAMS .36.99 

PINK PANTHER .41.49 

PLOK .33.99 

POP N- TWINBEE .34.99 

POP N TWINBEE - 

RAINBOW BELL ADVENTURE.38.99 

PRINCE OF PERSIA .34.99 

PUSH OVER .24.99 

R-TYPE3 .47.99 

RENANDSTIMPY .43.99 

ROAD RUNNER (LOONEY TUNES) 34.99 

ROCK AND ROLL RACING .37.99 

RYAN GIGGS CHAMP SOCCER ...44.99 

SENSIBLE SOCCER .39.99 

SENSIBLE SOCCER INT * .34.99 

SHADOWRUN .46.99 

• SIM CITY • 

SIM CITY.19.99 


SKYBLAZER.36.9! 

SMASH TENNIS*.40.9! 

SOCCER KID.39.9! 

SPACE ACE . 44.9! 

SPECTRE *.36.9! 

SPEED RACER* .32.9! 

SPEEDY GONZALES .41.9! 

STARWING .19.9! 

STREETFIGHTER 2.34.9! 

STREETFIGHTER TURBO.32.9! 

SUNSET RIDERS.26.9! 

SUPER BOMBERMAN (4 PLAYER) 35.9! 

SUPER CASTLEVANIA 4 .37.4! 

SUPER EMPIRE STRIKES BACK 50.9! 

SUPER JAMES POND.35.9! 

SUPER KICK OFF .37.9! 

SUPER MARIO KART.33.9! 

SUPER MARIO WORLD.36.9! 

SUPER METROID * . 41.9! 

SUPER NBA BASKETBALL 37.9! 

SUPER PARODIOUS .32.9! 

SUPER PROBOTECTOR .37.4! 

SUPER PUTTY .44.9! 

SUPER SMASH TV .24.9! 

SUPER STAR WARS .40 9! 

SUPER STRIKE EAGLE.42.4! 

SUPER WWF WRESTLEMANIA ...24.9! 

TAZMANIA.39.9! 

TEENAGE MUTANT HERO TURTLES - 

TOURNAMENT FIGHTERS .49.9! 

TERMINATOR 2 - ARCADE GAME 43.9! 
TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .26.9! 

TOP GEAR 2.41.9! 

TOTAL CARNAGE .39.9! 

TROLLS .32.9! 

ULTRAMAN .19.9! 

UTOPIA .36.9! 

WARPSPEED .29.9! 

WINTER OLYMPICS .44.9! 

WOLFENSTEIN 3D .44.9! 

WORLD CLASS RUGBY . 39.9! 

WORLD CUP STRIKER .50.9! 

WORLD CUP USA 94 .42.9! 

WORLD LEAGUE BASKETBALL 17.9! 
YOSHI’S SAFARI 

(SCOPE 6 GAME).34.4! 

YOUNG MERLIN .47.9! 

ZELDA 3 - LINK TO THE PAST.33.9! 

ZOMBIES .40.9! 

ZOOL .36.9! 


A 




GAMEBOY WITH BATTERIES... 39.99 

GAMEBOY WITH TETRIS AND BATTERIES 
+ SUPER MARIO LAND GAME.57.99 

GAMEBOY PINBALL DREAMS PACK 
WITH PINBALL DREAMS GAME AND 

BATTERIES .53.99 


GAMEBOY GAMES 


A AMS FAMILY 2 .23.49 

AD 'F.NTURE ISLAND 2.19 99 

ALFRED CHICKEN .23.99 

balloon kid. 19.99 

B«RT VS JUGGERNAUTS .12.99 

B* TMAN - ANIMATED SERIES .21.99 

BATTLE OF OLYMPUS .19.99 

BATTLESHIP .19.99 

BAVTLETOADS .14.99 

BA rtETOADS IN RAGNAROK S 

WC LD .16.99 

BIO i!C COMMANDO .19.99 

BLUES BROTHER S JUKEBOX ...19.99 

BOULDER DASH.21.99 

CAS n_E QUEST .20.99 

CASTLEVANIA.14.99 

CASTLEVANIA 2 .9.99 

CHULK ROCK .20.99 

COC SPOT* .25.99 

OAF- / DUCK - MARVIN MISSIONS . .21.99 

DAR T WING DUCK .22.99 

DR. FRANKEN 2 .19.99 

EMPtie STRIKES BACK .21.49 

£1 POLE POSITION.19.99 

PELT THE CAT .16.99 

PIDC; TTS.23.49 

FOR: JLA 1 RACE (WITH FOUR 

PLA :R ADAPTOR) .25.49 

P'Rt IGHTER.19 99 

PRA , <y, JOE AND DIRK ON THE 



TILES .1?.99 

GEAR WORKS.16.99 

GOAL .21-99 

GOLF .18-49 

HUMANS .17.99 

INDIANA JONES AND THE 

LAST CRUSADE .18.99 

JUNGLE BOOK .23.99 

JURASSIC PARK.24.99 

KID DRACULA . 2.99 

KID ICARUS .19.99 

KIRBY’S DREAMLAND .20.49 

KIRBY’S PINBALL .18.49 

KONAMI GOLF.22-99 

LAMBORGHINI.21.99 

LEMMINGS . 1799 

MEGA MAN 2 .20.49 

MFftAMAN 3 * .17.99 

MERCENARY FORCE.21.99 

MORTAL KOMBAT .21.99 

NINTENDO WORl-D CUP .20.49 

pang . ly.yy 

PINBALL OREAMS .17.99 

POPULOUS 2299 


PREHISTORIC MAN .19. 

PRINCE OF PERSIA .17.99 

R-TYPE .19.99 

ROAD RASH.21 99 

SENSIBLE SOCCER .20.99 

SPIDERMAN 2 .19.99 

STAR TREK .17.99 

STAR WARS.22 49 

SUPER MARIO LAND.19.99 

SUPER MARIO LAND 2 .25.49 

• SUPER MARIO 3 * 

SUPER MARIO LAND 3- 

WARIO LAND*.21.99 

SUPER RC PRO-AM .21.99 

TERMINATOR 2.9.99 

TESSERAE .14.99 

TETRIS 2*.21.99 

TINY TOON ADVENTURES .21.49 

TINY TOON ADVENTURES - 
MONTANA’S MOVIE MADNESS ...21 99 

TITUS THE FOX .19.99 

TOP RANKING TENNIS. 19 99 

TRACK AND FIELD. 19.99 

TROLLS.23.99 

VIKING CHILD .16.99 

WORLD CUP STRIKER .23.99 

WORLD CUP USA 94.24.99 

WWF SUPERSTARS .19.99 

ZELDA - LINK’S AWAKENING.22.49 

ZEN - INTERGALACTIC NINJA ...12.99 
ZOOL .21.99 


§a ieb6y Extras 

f Rothctor cases for carts 
cL ACK °F 4). protects cartridges 
PROM MOISTURE AND DUST 6-99 

CAR ADAPTOR FOR GAMEBOY (PLUGS 
IN '0 e.GAR LIGHTER FOR POWER) 6 ! 


SAITEK BOOSTER BOY 
HOUSES GAMEBOY. 
TURNING IT 
INTO A TABLETOP 
MACHINE WITH 
SCREEN LIGHT AND 
MAGNIFIER, 

MINI JOYSTICK, 

1 --SOUND AMPLIFIER 

POR r ADAPT0R 799 AN d SPACE FOR STORAGE. 

G V1EBOY . 7 99 ftiMPfifiY MAINS 


.99 




SAITEK 
MEGA 
MASTER 1 
JOYSTICKFOR SUPER NES WITH 
AUTOFIRE AND SLOW MOTION 

-^- 1799 



LOGIC 3 

LOGIPAD SN FULLY 
MICROSWITCHED JOYPAD. 
WITH AUTOFIRE. 

13.99 


NINTENDO 
CONTROL PAD 
15.99 


■'O 


PHASE 9 
OBLITERATOR WITH 
AUTOFIRE (2 SPEED) AND 
SLOW MOTION 
11.99 


QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD 
HOLDS UP TO THREE PRESET 
MOVES IN MEMORY. IDEAL 
FOR SPECIAL MOVES USING 
MORE THAN ONE BUTTON 
19.99 




24.99 

LIGHT 
GUN FOR 
SUPER NINTENDO LETHAL 
ENFORCERS GAME (COLOURS 
MAY VARY) 
17.99 
LOGIC 3 


QUICKJOY SN 

PROGRAMMABLE JOYSTICK 
WITH AUTOFIRE AND SLOW 
MOTION. 





PHANTOM SN WITH 
AUTOFIRE AND SLOW 
MOTION (MICROSWITCHED) 
16-99 


%0k 


QUICKJOY SN PROPAD WITH 
SLOW MOTION AND 2 SPEED 
AUTOFIRE 
12.99 




LOGIC 3 SPEEDPAD SN 
FOR SUPER NES WITH 
AUTOFIRE. 

9.99 

QS190 
MAVERICK 
2B JOYSTICK 



FOR SUPER NES 




O'- 



PHASE 9 

MULTI PLAYER ADAPTOR 
FOR SUPER NES FOR SUPER 
BOMBERMAN AND OTHER 
FOUR PLAYER GAMES 
19.99 

GAME GENIE (GAMES ENHANCER. ALLOWS CHEAT 
COOES TO BE ENTERED FOR INFINITE LIVES. 

CREDITS ETC. BOOK OF CODES INCLUDED) .37.99 


SCART LEAD - SUPER NES TO TV WITH SCART INPUT .9.99 

MONITOR LEAD - SUPER NES TO 

PHILIPS CM8833 MK2 OR CBM 1084S MONITOR ...12.99 

HI-FI AUDIO LEAD - SNES TO STEREO (1.5 METRES, 

SNES CONNECTION TO 2 x PHONO PLUGS .9.99 

NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE 
PHONO STEREO AND VIDEO LEAD) .15.99 

STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 
PROTECTS CARTRIDGES FROM MOISTURE 

AND DUST (CLEAR PLASTIC).6.99 

DUST COVER FOR SUPER NES (CLEAR PVC) .4.99 

LOGIC 3 MULTI CASE CARRY BAG WITH 
COMPARTMENTS FOR LEADS, JOYPADS 
AND GAMES . 11 99 


JOIN now from just £4. 



MEAD Special Reserve Magazine 

48 Page colour club magazine sent bi-monthly to members 

ffii CHOOSE from our Huge Selection 

From leads to PC’s and thousands of games for all formats 

BUY at Best Possible Prices 

Just one purchase will normally save you the cost of joining 

SAVE with our Special Deals 

Always hundreds of Special Reserve Offers on TOP products 

^ SAVE MOEE with our XS Coupons 

Money-off coupons worth over £180 a year off classic games 

< AMD ENTER our FREE competitions 

Six reasons why over 200,000 people have joined 
Special Reserve, the biggest games dub in the World! 


We only supply members but you can order as you join 

Just send in the form below or phone. There’s no obligation to buy. 

0279 600204 

OPEN to 8pm DAILY or by Fax on: 0279 726842 
FREE 16-PA<5E COLOUR CATALOGUE - JUST ASK 



OVERSEAS EC MEMBERS 
OVERSEAS WORLD MEMBERS 


OPEN 10am TIL 8pm SEVEN DAYS A WEEK! 

CHELMSFORD - 43 Broomfield Rd 

just around the comer from the bus station 

SAWBRIDGEWORTH - The Maltings 

200 yards from the train station 

6 MONTHS ONE YEAR TWO YEARS ♦ 
MEMBERSHIP MEMBERSHIP FREE HARD BINDER 

4.00 7.00 14.00 

6.00 9.00 18.00 

7.00 11.00 22.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. « 
All prices include VAT and carriage to UK mainland. See base of order form for * 
overseas surcharges. We supply hardware orders to UK mainland addresses only. § 
(PLEASE PRINT IN BLOCK CAPITALS) 


NEON 


Name_ 


Address_ 


Enter membership number (if applicable) or 

NE W ME MBERSHIP FEE (A NNU AL U K 7. QQ) 


item 


item 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No_ 


Card expiry date_ 


Signature 


Cheques payable to rSPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World) 

Software orders please add £2.00 per item. Non-software items 
please add 25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 

Order/Confirmation/Receipt sent for every order. 

We only supply official UK products. Official suppliers of all leading brands. 

We sell games and peripherals all at amazing prices for Megadrive, 
Mega CD, Master System, Game Gear, Super NES, Gameboy, NES, 
Lynx, Amiga, Atari ST, PC, CD ROM, CDi, CD32 and Apple Mac. 

Inevitably some games listed may not yet be available. 

Please phone sales on 0279 600204 to check availability before ordering. 

We reserve the right to change prices and offers without prior notification. 
PRICES CORRECT AT TIME OF GOING TO PRESS. 22.6.94 E .& O.E. 
Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 


• FREE FOR ALL • 


GOLDSTAR CI14A80 14” TV 

COLOUR TV/MONITOR WITH 
REMOTE CONTROL AND SCART INPUT. 

ON SCREEN DISPLAY. CHILD LOCK. 

SLEEP TIMER AND ON TIMER.169.99 

FREE SCART LEAD 

(STATE SNES. AMIGA. ST. MEGADRIVE OR CD32) 




gameboy . 

GAMEliGHT FOR GAMEBOY _ 

USE IN THE DARK) . -7.99 


REQUIRES GAMEBOY MAINS 
ADAPTOR OR BATTERIES.22.9 


HANDY BOY FOR 

GAMEBOY 
MAGNIFIES AND 
LIGHTS SCREEN, 
AMPLIFIES SOUND 
AND ACTS AS A 
MINI JOYSTICK 
21.99 

HOLSTER FOR GAMEBOY 
(ATTACHES TO BELT) 
4.99 


LOGIC 3 GAMEBOY 

DELUXE 
PROTECTOR 
CARRY 
CASE 
10.99 




GAME GENIE FOR 
GAMEBOY (not shown) 


r 

| Anybody can enter. Anybody can WIN! 

I WIN A PANASONIC 3DO 

Just answer the following questions § 

Jean a 3DO play audio CD’s?_ z 

Jwhat is your name?_ | 

I What is your telephone no?_ | 

Then cut out this coupon and send it with or without an order to: z 
SPECIAL RESERVE, P.O. BOX 847, HARLOW, CM21 9PH 

I Closing Date: September 1st 1994. First correct answer selected at random will 
receive a state-of-the-art Panasonic 3DO system plus software worth around £400. 
^ Competition winners will be listed in the club magazine or available on request. 




























































































































































































































































































































































































ico Ltd. All rights reserved. 

nent (Europe) Ltd. All rights reserved. 
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Hocion X. Arhvnrl/ hu Pi inhm ICP. 


r V The adrenalin's 

^7 pumping, and the crowd 
7 is on the edge of its' seat, 
w waiting for you to play 
Smash Tennis. Jam packed 
with options and features, with 
9 gloriously realistic courts, 
including grass, indoor, clay, and 
gjSMf even a mountain top! Choose 

^7 Tournament option and play up to four 
WF of your friends using the multi tap 
w7 system, or sweat it out against up to 21 
W computer opponents, if you dare. 

• Super Gamer, Gamer Gold 94% "...its 
the most fun you can have with a ball!" a 

• Super Action, 95% "Smash Tennis has ML 
more options, more scenarios, more 
extra touches, and more playability 

L than any other tennis game 
currently available on 
the SNES". 
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